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If you want to feel at home in t 

world of computers,you1l want the bes 
home computer in the world 




We live in the age of computers. 

Coming to terms with them and 
enjoying them is part of coming to terms 
with the twentieth century. 

A few years ago i a computer would have 
filled a fair-sized room. Now microtech- 
nology has allowed Commodore to produces 
home computer, the V3C 20, that's no bigger 
than a typewriter yet performs miracles. 

FOR BUSINESS, OR PLEASURE. 

VIC can keep your diary up to date. 
Teach you mathematics. Play an enormous 
range of video games. Even play a prece of 
music to soothe your worried brow. 

In fact, you and VIC can do almost 
anything better Keeping records of family 
finances, sorting out and working out 
household accounts, being one step ahead of 
the bank manager or helping your own 
business be more businesslike. 

VIC * THE BEST B Y FAR. 

Contrary to popular belief, computers 
are really rather friendly VIC is particularly 
easy to understand. It's what the computer 
people call usc r friendly" The typewriter- 
cype keyboard is easy to use. It even tells 
you about mistakes you might make. 

If you're technically minded, here's a 
reminder. VIC has a 5k memory expandable 
to 29k. (That means you can put in an almost 
endless amount of information.) 

Bui what makes the VIC the best home 
computer by far are features that are just not 
available in most other home computers. 
Features fike colour, computer graphics and 
sound* 

PLUG IM AND YOU'RE OFF. 

VIC plugs in to any television set. colour 
or black and white. (Vte ewn fit a 13 amp 



plug, so you can play with VIC right away.) 
You don't have to learn a special language. 
VIC speaks English, just like you. With the 
help of our handbook, you will begin to feel 
at home to the world of computers in no 
time at all. 

COMPUTER 
SUPERMA RKETS 
GUARANTEE. 

Buy through Computer Supermarket 
and you get exactly what's promised. We 
guarantee you that, i 

Every machine is thoroughly 
tested before its despatched. 
And every machine is guaranteed 
for twelve months on parts and 
labour. (Not that you II need it, 
of course.) 

In [he unlikely event that you 
don't want to keep your VIC, 
just return it, in its original 
packaging, within 10 days and 
your money wilt be completely 
refunded. 

FREE P ROGRAMS. 

Apart from the more practical things 
like accounting, and the more pleasurable 




things like video games, you can put VIC to 
literally hundreds of uses. 

There are pre-recorded programs on 
many different subjects. You can develop 
your own programs and store them by using 
ordinary cassette tape. 

The special Commodore cassette 
deck is on offer at only £44.95. If you buy 
VIC and the deck together we'll send you a 
6 program pack to start you off that's 
absolutely free. 

YOUR FUTURE WITH VIC. 

It's a big step into the future. 
Understanding the future. 
Having fun in the future. Even 
saving money in the future. 
Every menriDer of the family 
especially the young, will feel at 
home with VIC right away So 
send in the coupon. We re sure 
you II find the best home com- 
puter in the world will make the 
frerence to you and your family 

Computer Supermarket Ltd.„ Unit 8. 
Southfolds Road, Oakley Hay Industrial 
Estate, Corby, Northants.Tel; (0536) 744015 
Reg. No. 2646589. Pre&tel No! 400400 



Computer Supermarket ltd.. Unit 8, Souchfokfe Road, Oakley Hay Inderal Eitate, Corby. Northed 

Please accept my order for VIC 20iil £159.95 each mcluwve of puking, carriage and insurance. 

PSeisesefldme. Cassette Decks at 144.95 irrcl. Free* program cassette ifVrC 20 and Cassette Deck ordered together 

•Please debit my A« ess/Si r c la yt a rd /American Express/Diners Card. Account no, 

. I enclose Cheque^.O . 

Please allow twenty-one days for delivery * Credit Card ord*rscan h* telephoned %0 (OS 36) 744015 anytime. 

Address: 

Signature 
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Mysterious Adventure #£h£ 

W, GOLDEN BATON 




TIME MACHINE 
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ARROW OF DEATH 



Three months ago we introduced ihe Mysterious Adventure series, a brand new series of machine language 
Adventures written by Brian Howarth. The first one. The Golden Baton, was greeted with enthusiasm by 
experienced and beginner Adventurers alike. Now the second and third in the series. The Time Machine and 
Arrow of Death, are available. The Arrow of Death, although entirely self-contained, is the first of a two part 
Adventure. The second pari will be available early in the new year. 

Mysterious Adventures are available for Models 1 and III TRS--BO and Models I and II Video Genie, bolh on 
tape (16K minimum) or disk (32K 1 disk minimum) A TRS-80 Model II version will be available Short ly. 

Any 1 Adventure: On tape £10.06 Any 2 Adventures: On tape £18.40 

On diak £12.65 On disk £23.00 

All prices are inclusive of V.A.T. Please add 50p for P & P 



MOLIMERX LTD 

t 

A J HARDING (MOLIMERX) 

1 BUCKHURST ROAD. TOWN HALL SQUARE, BEXH ILL-ON-SEA. EAST SUSSEX, 




TEL: [0424] 220301 ' 223636 



TELEX 86736 SOTEXG 



TRS-80 & VIDEO GENIE SOFTWARE CATALOGUE £1 .00 [refundable] plus 50p postage 
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GLOSSARY PUT TO 
GOOD USE 

Dear Sir, 

Being an Atari owner, I bought 
your magazine and was quite 
amazed at the possible applica- 
tions computers can be put to. 

I now day-dream of owning 
one of my own so have entered 
this tongue-in-cheek attempt, 
not knowing the slightest thing 
about Basic, but having digested 
the software glossary: 
PUZZLE SOLUTION — RUNS ON 

4 CUPS OF COFFEE + 

PACKET OF CIGARETTES 
GOTO — quiet room when 

family have gone to bed 
INPUT — 1st cup of coffee and 

cigarette 
CURSOR — hundred times 

when random juggling fails 

to solve puzzle 
INPUT — further cup of coffee + 

cigarette 
RAM — head against wall for 

spilling coffee on puzzle 
VARIABLE — success — only 3 

sides matching 
POKE — cat for mixing up 

cards thinking I wanted to 

play with him 
OUTPUT — cat into garden 
PEEK — at next-door-neighbour 

getting undressed with 

curtains open 
RUN — indoors pretty quick 

when spotted by husband 
DE-BUG — caused by much 

head scratching after further 

unsuccessful attempts 
DISC — perhaps soothing 

music might help 
LOOPY — if I don't solve it soon 
INPUT — more coffee + 

cigarettes 
LANGUAGE — getting pretty 

blue now 
RESISTOR — temptation to give 
in 

(H) ARRAY I — I've done it 
INPUT — 4th cup of coffee + 
last cigarette 

It s the honest TRUTH-VALUE 
as well. I'm not STRINGing you 
along, it's a GRAPHIC account of 
what happened. I'd thought I'd 
GO-SUBmit this to your EDITor 
by putting it in the post box 
FORTRANsit to you. 



If you have a CAPACITOR for 
generosity you might PRINT this 
and send me some £££ — or even 
a microcomputer! 
D« I Sparke, 
Ravensthorpe, 
Peterborough. 

THE INVADERS 
MYSTERY SOLVED 

Dear Sir, 

First of all, I would just like to 
say what a superb first issue the 
Computer 8c Video Games was; 
as a beginner, I look forward to 
buying the magazine regularly. 




Anyone who is addicted to 
"Space Invaders" will tell you 
that when the little green 
"meanies" get a little too low for 
comfort can be quite a struggle 
to clear them off the screen when 
you only have one laser base 
left. Well, here is a tip which will 
amaze onlookers and make 
things a great deal easier. 

If there are only 10 to 15 
"invaders" left but are extremely 
low (not so low as to allow you to 
pass underneath without risk of 
losing a base) and your laser 
base is to the left of them and the 
"invaders" are going right, try 
firing at the second and third 
bases. Doing this will mean you 
get a 'deflection" i.e. the 
invaders" on the second row up 
will be shot thus killing some of 
them without you being near 
them. {Amazing eh?). 



RE LETTERS 
on Page 7 

This trick is best appreciated 
being done and will help build 
up your score. Also,, some people 
don't realise that you can 
become proficient in obtaining 
300 points from the "mystery" 
space ship. First of all, fire 22 
lasers, wait, and shoot the mys- 
tery saucer with the 23rd shot. 
From then on, shoot the mystery 
ship with the 15th shot. Doing it 
this way will enable you to 
obtain a high score quickly. (I 
frequently score 3390 points on 
the first sheet!) 

Another tip, dont shoot the 
invaders in the middle first but 
get the ends first, that way the 
invaders won't come down so 
quickly, 
/an CJark, 
DaJtan, 
Hudderdield. 
Yoiksh ire. 

Editor's reply : Thanks for the tips 
Ian, some. I'm sure, many space 
invaders' players know already, 
others may prove a real eye- 
opener. Now a question lor you, 
do you know how to get a Rain- 
bow on Space Invaders Part II? 

DISCIPLINE 
SNAG JNR. 

Dear Sir, 

Firstly let me congratulate you 
on an original and interesting 
magazine. But there is an error 
in line 200 of Keith Campbell's 
Adventure column (December 
issue). 

Please discipline Snag Jnr. 
before you write any more pro- 
grams as he may well become 
another Screaming Foul-up. 
Simon Balhe, 
K in g st on -upon - Thorn e s. 

Keith Campbell replies: A typo- 
graphical error did creep into the 
second column in line 200. It 
should have read: 
200 IF MID$ (E$(LN),U) - R$ 
THEN LN VAL 
tMID$(D$(LNU.l)):GGTO 160 

Another point on last month's 
column, I used READ and DATA 
to set up arrays — sorry Sinclair 
owners! You will have to directly 
assign the array e,g. LET 
LStOl - "COTTAGE". 
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PET 
SOFTWARE 

»IATR«M ATTACK 

The Diairons are a mean bunch of aliens, They have 
no use for what they are stealing from you (your 
diamonds), but nevertheless, their guiding principle is 
to 'steal first' and ask questions later. 
This offends your moral standards so much that you 
have no hesitation in using your terrible spikes. 
See them beam down and squawk. Sharpen up your 
reflexes and beat back the waves of descending Dia- 
t ro ns 

16K (New Rom) 
£8.95 

3ub (fotnmonbct 

This is not an Arcade type game but it is a real time 
graphics simulation of the commander of a World War 
II sub. Your mission as commander is to seek out and 
destroy enemy shipping, both warship and mer- 
chantmen. 

The merchantmen are not always sitting ducks as Q 
ships are also encountered but radar, periscopes, 
hydrophone etc. with a good visual display enable 
you to hunt effectively. 

Don't forget to contact your supply ship as running 
out of fuel or ammunition is rather embarrassing to a 
commander in line for the IRON CROSS. 
GOOD HUNTING 

32K and 16K versions (New Rom) 
Please specify f 13.95 

CONQUEROR 

A tyrant is sweeping through Europe unopposed. 

GORVAN THE TERRIBLE is well named You have 
been put in command of the armies which control the 
few remaining countries of the alliance. 

Mere survival will be difficult but your task is to 

eradicate GORVAN from the face of Europe. 

The prize? — fame and glory 

To fail? — Gorvan is indeed terrible 

A game of tactics and strategy played with excellent 

graphical representation of Europe, 

16K (New Rom) 
£12.95 



ASTEROIDS 



Fast action Pet version of popular arcade type game 
Asteroids'. All the facilities. Rotate, Fire, Hyperspace, 
Jump. 

(Old and New Rom) 
on one cassette 

8k £9-95 



TRS-80, APPLE 
SOFTWARE 

Are you fed up with games where you just shool a few 
invaders or depend on your reactions, then try a whole new 
world of computer fantasy, a world in which Sorcery and 
Monsters holds sway r try: 

SORCERER 
OF SIVA 

A real-time GRAPHIC adventure 

Sorcerer of Srva is a game where you enter a different world 
where Amulets, rings, necklaces, sceptres — and — oh, yes, 
a pair of old boots await you — in the magical mines of Siva 

Enter the dark stillness of the mine, armed with just a 
dagger and relying on your magical abilities, Bui beware of 
the wandering soulless creatures that dwell in the magical 
mine, guarding every treasure and trap door. 

Use your magical powers to slay the bloodthirsty banshee, 
put an end to the deadly demon, or the goblin waiting to 
waylay you. 

Walk through walls and sealed entrances, cast a spell to 
heel your wounds, regain your strength or hurl bolts of 
lightning. 

A wizard you are, yes, but watch out for the evil Sorcerer 
who is waiting to cast his favourite spell — forgetfulness — 
to deprive you of your most valuable magic. 

But ail is not lost — you may regain a spell or two r or 
perhaps even one new to you — if you can discover the 
wondrous touchstones, stone saturated with powers to 
restore your magical abilities. Be warned too, that not all 
treasures you might find are true. In experience lies wisdom, 

£15.95 TRS-80 & V.G. {level ll r 16k) cassette 

£17.95 TRS-80 (32k TRSDOS), Apple (48k with Applesoft in 
ROM} 

****** ****+*****++********* 

The Upper Reaches of Apshai . . . 

... is the first in a series of expansion modules for "The 
Temple". Horrible monsters lurk in the innkeeper's backyard. 
Discover the secrets of Benedict Monastery and the cottage 
of Merlis the Mage, Who knows what secrets the cellar Df 
Olias holds. 
Over 150 new rooms for you to explore. 

The Keys of Acheron 

For those of you who have succeeded in rescuing Brynhild as 
the Hellfire Warrior, now have an even more difficult task; 
Four magical jewels r the keys, each in a different dimension, 
must be recovered from Kronus the Demon, 

Both The Upper Reaches of Apshai and The Keys of 
Acheron are expansion modules for the Temple and Hellfire. 
you must have these games to play them 

£11.95 TRS-80 & V.G. | level II, 16k) cassette 

Temple of Apshai £16,95 
Hellfire Warrior £16,95 

SPECIAL OFFER: If you don't have Temple or 
Hellfire, then purchase both Temple and The Upper Reaches 
of Apshai or Hellfire Warrior and the Keys of Acheron for just 

£24.95 Cass. £26.95 disk. 



All prices include p & p and V.A. T. 

j4X\lgray 

ALGRAY House, 33 Bradbury Street, Barnsley, South Yorkshire. 

Tel: Barnsley (0226) 83199 
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TO FIT 2K OR 
NOT TO FIT 2K 

Dear Sir, 

Recently, I read about the Sin- 
clair ZX81 kit, and I found out 
that it was possible to fit a 4816 
2K x 8 RAM in 28-pin pack in the 
RAM location instead of the 
normal IK, What I would like to 
know is where to get this 2K RAM 
from and how much it would 
cost? 

I have also heard a rumour 
that it is possible to fit a 5K RAM 
instead at a cost of £19.95. Is it 
true? If so could you give me 
more details and what effect 
would it have in conjunction 
with the 16K RAM pack, i.e. what 
final K would it have? 
V. Napohtano, 
Slough 
Berks. 

Our expert replies: You are cor- 
rect in assuming that the ZX81 
con take a 2K RAM in place of the 
two 2114s or the one 4118 used 
now as the IK memory. The 4816, 
2K by 8 RAM is. available through 
Pronto Electronics Systems, 
44B-478 Cranbrook Hoad. Cants 
Hill. Iliord, Essex, The chip in 
made by Mostek, MK 4816. The 
one-off price is about £30, which 
is excessive! 

As to your other enquiry, there 
are several versions of expand- 
able memory which will slot onto 
the back connector of the ZX81 in 
place of the Sinclair 16E RAM 
pack. These vary from 3K up to 
64K at a cost of £9 to £1 10 respec- 
tively. This makes the 1BK RAM 
pack look rather expensive. 

The maximum amount of 
usable memory would seem to 
be 64K although it appears that 
there is a 12BK expansion board 
available using a paging sys- 
tem* 

A PACK OF 
PROBLEMS 

Dear Sir, 

Having purchased the ZX81 and 
16K RAM Pack, I have experi- 
enced the following: 
1) The P.S.Q. as supplied with 
the kit was intermittent. This 



If yau have a comment or idea for 
Computer & Video Games we would 
like to hear from you, 

Please drop us a line at: Computer 
& Video Games, EMAP P Durrant 
House. 8, Herbal Hill London fClfl 
5JB. 

J 

was due to a broken leg on the 
transformer LT winding. 

2) The basic (no pun) unit 
crashed after a couple of 
hours' use. 

Due I believe, to excessive 
heating of the Voltage Reg- 
ulator — it appeared that heat 
was affecting the 8K ROM? 

Having fitted a larger area 
of heat sink this problem 
seems to be eliminated. 

3) During periods of program- 
ming the machine, with the 
16K RAM attached, the whole 
"caboodle" crashes. To this, 
at the moment, 1 have found 
no simple answer. 

So, the area of my concern at 
this time is to find an answer to 
the 16K problem. 

It is not easy for me to return 
the pack to Sinclair as I have 
delved into the workings. To 
help cure picture jitter of graph* 
ics I have fitted 0. 1 Fd capacitors 
to the remaining memory chips. 
This modification has 'cured" 
that problem. However, in the 
course of trying to solve problem 
three, I have broken the wire 
ribbon connecting the two 
boards together, I've replaced 
this with a different ribbon 
altogether and so, probably, 
invalidated the warranty. 

So, perhaps your resident 
expert, or other readers could 
provide an answer to what 
appears to be a nationwide 
dilemma, 
H, L. /. Winsan, 
Mortimer, 
Heading, 
Berks. 

Our expert replies: I have come 
across the problems you' have 
suffered many times and, with 
some success, have managed to 
sort them out. 

The problem of the system 
crashing has been one which 
has plagued many and the only 
explanation I have been able to 
find is that through entering a 



long program the external RAM 
pack becomes a little loose. This 
leads to spurious signals reach- 
ing the ZX81 which causes the 
system to crash. One way of fix- 
ing the fault, literally, is to 
attack the pack with super-glue. 
This however, is rather drastic 
unless you intend never to move 
the unit. The more temporary 
measure is to support the pack 
with a thin book or whatever 
while you are programming* 

If. however, this does not cure 
the problem do not hesitate to 
return the pack to Sinclair, who 
in the past have repaired items 
which do not look like ZXBU at 
ctlL 

CRASHING 
ALIENS 

Dear Sir, 

I am an avid H-year-old com- 
puteraddict . In my school we have 
a Research Machine 380Z which I 
use frequently. 

In the last issure of Computer 
& Video Games you published an 
Invaders program for the Nas- 
com 2r After making the neces- 
sary language changes from 
Nasbasic, I ran the program but 
unfortunately it crashed. 

So please would you kindly 
either print an invaders program 
for the 3802 or let me know where 
to obtain one. 
Ronald Lewis 
Aldimgton Road 
Streatham 
London SWW 

Editors reply; You can find a 
source from which to obtain an 
invaders program by scanning 
the adverts from suppliers of 
software for the HM 380Z, Ronald. 
I'm not so sure that this is the 
best use to which a school micro 
can be puts I hope that you 
wouldn't prevent anyone from 
using the machine ior school 
work, or even to develop their 
own program Br by playing space 
invaders ! 

The problem of translating a 
program from one dialect of 
Basic to another, is suck a com- 
mon one that a book has been 
written to help people to do it. 
The Basic handbook by David A 
Lien (Compusoft Publishing, 
1978) lists the corresponding fea- 
tures of many Basic dialects, 
including several of those 
implemented on micros. 
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a major supplier of computer syslams 
ave opened Ihe Vic Centre in 
/vest London. Here you can see. discus$ and buy everything to do with 
the new VIC 20 personal computer— in person or by mail. Hardware, 
t software, technical advice and information is available from an experienced 

i staff. Even if you already own a VIC 20, get on our mailing list to 
m know about new developments. Remember— everything has the backing of 
w Adda's reputalion. and there's a full 12-month warranty on all hardware 
The Vic Centre is easy to reach— Jusl olf the A4Q, close to North Acton lube 



Not just a computer but a whole 
expandable system 



AT ONLY £189-95 inc.WT. Special cassette deck 
£44 95 inc. VAT. 

The VlC-20 Is a fully fledged, easy-to-use computer. It's the core 
of a great expandable system. 

* EXPANDABLE MEMORY — UP TO 32K. USING PLUG-IN 
MODULES 

* DISK DRIVE/CASSETTE— FOR EXTERNAL STORAGE, 

* PRINTER— 80 COLUMN, 30 CHARACTERS-PER-SECOND 
First time users can operate it immediately with plug-in program 
cartridges, and using your own colour T.V. to get up to 24 
colours on screen, four different sound tones and even write 
your own programs in BASIC. The VIC 20 lets you build a system 
as needs and budget dictate, so that your VIC-20 can be mom 
than just a personal computer 

VIC MEMORY SK £44.85 

Small size— low cost memory expansion. 
Plugs .1*0 Vjcj and reproduces memory-port 
Can be used with other expansions gives a 
total ot 6k user static ramon Vic 
FEATURE This board allows Vic to move 
Basic id begin al 1024 ($0400) as in Pet, 
arid enables the use ol HIGH RESOLUTION 
COLOUR GRAPHICS 

VIC LIGHT PEN £2fl .75 

This high quality light pen works in both 
normal and Hi-Res modes on the Vic 
allowing simple interaction wilh the Vic 
wiihoul keyboard entry, 
tasy 1q program and easy 10 use, 
e g. Menu selection. Non-keyboard entry 
Teaching Games. 

FEATURE loucft sensitive -Enter" contacls 
to eliminate accidental entry. 
VIC-RS232 INTERFACE £56.35 

Fully implemented itme levels) 
HS232C V24 

BI-DIRECTIONAL INTERFACE 

Allows Vic to work as Matnlrame Terminal 
□rove a Oume Dai&ywfteef or a Paper Tape 
Punch etc etc. 

FEATURE This unit contains master power 
supply whicrt supports Vic's own supply 
when carrying Memory Expansions, 
Cassette Drives, Ligbl Pens, Printers etc. 
VIC JOYSTICK Single £14,95 

Hand-Held joystick unils for games use 
available m Pair or Single conliguration. 
N.B. |2 Singles will not work as a parr 
unless modeled) 

VIC Games Port Adaptor Cable E19.85 

A iwo into one adaptor lor use wrth bath 
loysticfcs and light pens. A musl for ihose 
who require lull control ol games with 
jraphics. 

^TURE low-cost High quality Robust 






VIC 20 DOT MATRIX PRINTER 

Tractor teed, 80 character- per -lint! 30 
lih-arHcilers-per-second 
VIC SINGLE FLOPPY DISK DRIVE 
3K RAM CARTRIDGE 
8K RAM CARTRIDGE 
16K RAM CARTRIDGE 
PROGRAMMERS AID CARTRIDGE 
— an extension ot BASIC to aid programming 
and de bugging. 

MACHINE CODE MONITOR CARTRIDGE 

—includes assembler and dis-assemblar 
capabilities. 

SUPER EXPANDER HIGH RESOLUT, CARTRIDGE 

—permits use of high resolution graphics. 



£229 95 



£ P.O. A. 

£44.95 
f 74 96 
£3495 



£3495 



£34.95 





VIC software Each of these laces E14.9& 

Codebreaker/Codemaker 

Vou play Ihe VIC Or the VIC plays you in ihis computerised 
version o< Mastermind. 
VIC Seawoll. VIC Trap and Bounce oul 
3 tun games, a submarine shoot out. a beat the VIC and an 
old favourite pub game, Good games with different skill levels 
Monster Maze and Maths Hurdler 

A lun game wilh good colour and sound and a mental anihmetH 
learning game. Highly rated by everyone we have shown n to. 
Harder than you flunk. 

Canyon Fighler* Tunesmllh, Star Woll at £5 95 

VIC GAMES CARTRIDGES at £l"ftS 

uach 

Fruit Machine, Lander. Road Rally, Alien, Avengers. Poker 

TERMS AND CONDITIONS. All gonrfs sold subrecl to Adda 
terms and conditions or sale. Full details available on 
request, but include. 7 day money back guarantee. Adda 
12 month hardware warranty. Please allow 21 days 
lor delivery Allow 7 days tor personal cheques to be 
clearer Quoted prices are inclusive at VAT 



Goods Required 



Prrce 



MAILORDER lo; Adda Compters Limited. FREEPOST. London. 
Wl3 QBR or telephone your order 424 hours a day! to 
01-992 9904 quoting your BARCLAYCARD OR ACCESS 
number 



Add £2.00 p. & p. for 
orders under £50.00 

Name: — 

Ad d ress 



Total £ 



" I «-ndose a chaqw-, rn»d( 
My*bd* tO AcMi 
CmMetf rer 



C V G ".!• 



SHOP A0DFIESS Adda Home Computers Ltd 

154, Victoria Road. Acton. Londqn W3. Tel 01-992 9904 




' Piea.5* crtdiQt* my SjrcJayi'Acc 
accauni My account number cj. 



■ Pig?se a-dd m 
maniag h»i 

' Delete as aur 

Dale 
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TAKE ON 
THE ARCADE 



VII] ill I 



Current world snooker champion, 
Steve Davis, has two loves. His first 
love is naturally enough the game of 
snooker which has brought him 
tame, riches and allowed him to 
indulge his second love — space 
invaders. 

Steve is a keen player of arcade 
games and is often pictured relaxing 
between games in a snooker champ- 
ionship, by having a quick 20p s 
worth on whichever game the 
organisers of the evenl have been 
good enough to install close-by. 

But on 26 January, Sieve has been 
good enough to take lime olf from a 
snooker tournament to take part in 
our Best Arcade Player in the World 
Competition. 

Steve will be along to watch the 
finalists in action — and maybe pick 
up a tew tips on the featured games 
— and also take on the winner at the 
mystery final game which will be 
one not so far seen in the arcades ot 
Britain. 

Our guess is that Steve will have 
his work cut out but look forward to 
seeing him in action on the 26th. 



PASS THE STE 
DAVIS TEST 




The search is on to find the 
roughest, toughest, fastest, 
deadliest, alien assassin 
around. 

If you are blasting more 
space-invaders, galaxians or 
asteroids than anyone in your 
pub or arcade, this is your last 
chance to tell the world about 
your talent. 

Whatever your favourite 
machine, send us in your best 
score and you could be on your 
way to the finals of the Best 
Arcade Player in the World 
Competition, 

In conjunction with Taito Elec- 
tronics we are trying to find the 
best galaxian-blaster, puckman 
muncher, asteroid annihilator or 
invader halter going — and give 
him the acclaim he is due. 

The competition is very easy to 
enter, simply fill in the machine 
you wish to enter on and take the 
form down to your local pub or 
arcade. Put the best score you 
can on the machine, ask the pub 
or arcade owner to sign it and 
send it off to us. 

Should you find yourself pro- 
ducing a disappointing score 
simply try again. 

The highest scores on the 10 



most popular machines will 
appear in our Arcade Action sec- 
tion to give the rest of the arcade 
world something to aim And 
the three top scorers on the three 
most popular machines we hear 
from by 7 January will be invited 
to take part in our Grand Arcade 
Game Final. 



Are you a top arcade player 

I would like to enter the Best Arcade Player in the World Competition. 

The machine I play on is: * 

My highest score is: * which I scored on (date): 

The manager ot the arcade pub where I achieved this score was a witness. 

Signature of witness , 

Name and address of arcade, pub . ♦ 



I 



My name is; 
Address: . . 



Tel 



Signed: 



Now please post this form to: Computer & Video Games Limited, 
Durrani House, 3 NeiHal Mil, London EC1R SJB 



The finals will be taking place 
on Tuesday 26 January, Tickets 
will also be sent to the best 
runners-up to come along and 
enjoy the evening. 

EMAP will pay all the 
expenses of the nine finalists to 
and from the event and, in the 
case of the younger finalists, the 
expenses of a parent as well. 

Taito Electronics have agreed 
to supply the three machines 
which prove most popular; for 
our finalists to do their early bat- 
tles on and they will produce a 
fourth mystery machine for the 
three winners of each section to 
contest the Grand Final on. 

This will be a game new to the 
U,K< market. And it is on this 
machine that our Best Arcade 
Player in the World will immedi- 
ately have to justify his or her 
title by taking on snooker 
champion and space invader 
enthusiast Steve Davis. 

Steve has quite a reputation as 
an arcade-gamester so it prom- 
ises to be quite a tense tussle. 

If you haven't already entered, 
make sure you don't miss out on 
your opportunity to take on the 
best in the arcade world and fill 
in the card and return it to us. 
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ZX 80/81 HARDWARE/SOFTWARE 



ZX KEYBOARD 



A full size keyboard for the 80.81. The 
keyboard has all the 8081 functions on the 
keys, and will greatly increase your pro- 
gramming speed. It is fitted with push type 
keys as in larger computers. 
The keyboard has been specially designed for 
the Sinclair computer and is supplied ready- 
built. It also has facilities for 4 extra buttons 
which could be used for on/off switch, reset, 
etc. £27.95 




4K GRAPHICS ROM 



The dK Graphic module is our latest ZX81 accessory. This module, unlike most other 
accessories fits neatly inside your computer under the keyboard. The module comes ready 
built, fully tested and complete with a 4K graphic ROM. This will give you 448 extra 
pre-programmed graphics, your normal graphic set contains 64. This means that you now 
have 512 graphics and with there inverse 1024. This now turns the 81 into a very powerful 
computer, with a graphic set rarely found on larger more expensive machines. In the ROM 
are lower case letters, bombs, bullets, rockets, tanks, a complete set of invaders graphics 
and that only accounts for about 50 of them, there are still about 400 left (that may give you 
an idea as to the scope of the new ROM). However, the module does not finish there; it 
also has a spare holder on the board which will accept a further 4K of ROM RAM. IT NEEDS 
NO EXTRA POWER AND \A/ORKS FROM YOUR NORMAL POvVFR SUPPLY C27 



RAM 80/81 



16K RAM 

Massive add-on memory for 80/81. 
16K KIT-A-KIT VERSION 

of a 1 6K Ram. Full instructions included. All memory expansions plug into the user port at 
the rear of the computer 16K RAM £42.95 16K KIT £32.95 
2K & 4K RAM 

Static Ram memory expansion forthe 80/81. They both work with onboard Ram i.e. 4K plus 
onboard = 5K. This is the cheapest small memory expansion available anywhere. 2K RAM 
£15.95. 4K RAM £22.95 



16K 81 SOFTWARE 



As seen at the ZX Microfair. 
DEFLEX This totally new and very addictive game, which was highly acclaimed at the 
Microfair, uses fast moving graphics to provide a challenge requiring not only quick 
reaction, but also clever thinking. One and two player versions on same cassette. £3.95 
3D.3D LABYRINTH You have all seen 3D Labyrinth games, but this goes one stage beyond; 
you must manoeuvre within a cubic maze and contend with corridors which may go 
left right up down. Full size 3D graphical representation. £3.95. 

CENTIPEDE. This is the first implementation of the popular arcade game on any micro 

anywhere. Never mind your invaders, etc., this is positively shining, the speed at which this 

runs makes ZX invaders look like a game of simple snap. £4.95, 

P)ea9€ add £1 p&p for all hardware, Software p&p free. Specify ZX80/81 on order 

ALL OUR PRODUCTS ARE COVERED BY A MONEY BACK GUARANTEE 



(K'tronics 



23 Sussex Road, Gorleston, 
Great Yarmouth, Norfolk. 
Telephone: Yarmouth (0493) 602453 
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DELUGE US 
WITH GAMES 



Only with your help can we con- 
tinue to make Computer & Video 
dames a worthwhile purchase. 

Our existence as a magazine 
depends on you, the readers, 
deluging us with games pro- 
gram listings which you have 
invented tor your own micro- 
computer. 

We are willing to pay £10 lor 
each games listing published ► 
Please check your programs 
carefully before you send them 
into us. I know the temptation is 
to look at our creations through 
gold-tinted spectacles, but just 
before you run it oii on the 
printer, check to see that if the 
biggest moron going tried to 
play the game (I may well do so 
when it gets to the ofiice) he 
could do so without crashing it. 

Another please now: Please do 
not send us programs that you 
have copied from professional 
tapes or spotted in other publica- 
tions, these may be spotted by 
our eagle eyes or they may slip 
through and cause untold prob- 
lems. 

If possible could you include a 
cassette of the game so that we, 
( i one of our review team, can 
L4 y it out and give a rundown 
on just how good it is, 

Each month we will be picking 
out a couple of programs and 
giving a briefing on how they 
were pu 1 1 o g o 1 h e r . W ' l a t t h e v a r i - 
ables are doing and how the 




PARIS AWAITS OUR 
BEST PROGRAMMER 

You could be in a position to treat a 
friend to a weekend in Paris — 
complete with spending money — 
next year. 

That is the prize for the bast 
games program listing sent into us in 
the first 12 months of this magazine s 
life. 

Paris may not be the games capi- 
tal ot the world but it does have its 
attractions and, when you are spend- 
ing our money. I'm sure it will be all 
too easy to turn what could have 
been "just another weekend", into 
the weekend of a lifetime. 

Come next October a panel of 
judges will sit down to play alt the 
best games which have been sent 
into us. They will take into account 
the originality of the game, the use of 
the facilities that particular com- 
puter has to offer, payability, pro- 
gramming prowess and presenta- 
tion, 

Just about anyone — apart from 
myself, can enter — and win the 
weekend in Paris, There is also the 
prestige of being heralded as a top 
games writer. Who knows where 
that could lead? 



programmer has overcome cer- 
tain problems with an idea that 
other readers could adopt to 
their machines. 

So if you could also enclose 
with your listing, a brief run- 
down oi how to play the game; 
whether it can be played by one, 
two or more people. 

A brief synopsis of what the 
game is about will also be of 



benefit, and a list of what the 
variables or certain subroutines 
are doing. 

So whether you have written a 
massive adventure in 48K for 
your Apple, or a IK bat and ball 
program for the Sinclair ZX81, 
we are waiting to hear from you* 
I'm sure there must be plenty 
of easier ways to earn a tenner 
but are there any as rewarding? 




BRAINWARE ANSWERS 




The train was 22 minutes early u; 
our second Mind Routines prob- 
lem and the commuter and his 
faithful wife lived 11 miles from 
the station. British Rail have 
since informed us that it was 
actually the previous train 38 
minutes late. 

The solution to Nevera's 
December crossword is printed 
right. We will publish the names 
of the winners next issue. 

The month's Brainware prob- 
lems are on page 6?. 




COMPUTER & VIDEO GAMES' free 
competitions ore open to anyone 
except EMAP employees and their 
relatives 

Entries to our Mind Routines, 
Nevera Crossword, Know your Crea- 
tures, Game of the Year and Arcade 
Player of the World competitions, 
should be sent to COMPUTER & 
VIDEO GAMES. Durrani House, 8 
Herbal Hill, London EC1R 5JB 
Judges' decisions are final and no 
correspondence can he entered into. 

Send entries to Mind Routines on 
a postcard and in all cases please 
include a name, address and, where 
possible, a telephone number. 
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KNOW YOUR 
CREATURES/3 






TAKE TAITO'S 

INVADERS 

PRISONER 

It is usually kill or be killed with 
the relentless Space Invaders, 
but we are now offering you a 
chance to take some prisoner. 

An infinite number of these 
deadly aliens have been signed 
up to do duty on the Taito Elec- 
tronics Space Invader machine 
which will go to the winner of 
our Know your Creatures com- 
petition. 

The aliens will, of course, be 
safely locked away in a cocktail 
table, ready to do battle at a 
moments' notice. 

Six creatures have already 
appeared in the last two issues 
of Computer & Video Games for 
you to put a name to. If you can 
also tell which machine these 
last three arcade inhabitants 
come from, you will be in the 



running for your own Space 
Invaders table* 

For those of you who missed 
the first two issues, we have 
reprinted the previous six crea- 
tures, to give you a chance to 
enter. 

Simply fill in, beside eachcrea- 
ture, the name of the machine 
you think he comes from. For 
example, if you think that crea- 
ture "G" comes from a Puckman, 
Pa c man or Maze man machine, 
then simply write any of those 
words beside him and we will 
know what you mean. 

When you have put names 
beside each creature, tell us, in 
not more than 25 words, why you 
think space invaders proved 
such a popular game. Fill in your 
name, address and telephone 
number and send it off to reach 
us no later than 15 January 1982. 
And Taito — the name behind 
the space invaders craze — 
could make your dream of a liv- 
ing room supply of invaders 
come true. 

Be warned, though, that there 
are one or two sneaky creatures 
lurking in the line-up. 



THAT 
TEMPLATE! 

If you've mislaid the free tem- 
plate we gave away with our 
December issue, you'd best start 
looking for it now. 

Because that flexible strip of 
plastic has untold uses far 
beyond the one we innocently 
designed it for. 

We thought it might be useful 
for keying-in the games listings 
we print in the magazine but 
offered prizes for the best other 
uses you could think of putting it 
to. 

And after applying a good 
deal of imagination and some 
inspired lateral thinking you 
have proved that a good tem- 
plate is worth its weight in gold 
(about lOp). 

We have selected a few 
bizarre examples at random for 
printing so you can begin to 
draw up a mental picture of your 
fellow Comparer & V^ideo Games' 



readers. (Mental is probably the 
operative word.) 

Our template can be used to: 

• Break up the gungy bits which 
inevitably form at the bottom of a 
damp mug when you make 
instant cup soup. 

• Repair squeezy bottles after 
the kids have been watching Blue 
Peter. 

• Scraping mud from your legs 
after a game of football. 

• Beetle flicker! 

• Stop homing pigeons flying 
off by glueing their feet to it. 

0 Wear it on your nose in 
Alaska as an amorous eskimo 
repellent. 

• For measuring how far your 
pet snail has travelled in the 
past six hours. 

We will sift through the entries 
to pick out 10 winners for publi- 
cation in the February issue. It 
promises to make entertaining 
reading. 




B 





A 



I think Space Invaders proved 
so popular because: 



Name 
Address 
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Telephone: 



A brand new addition to your family 

the ATARI personal computer 



Powerful ATARI 400 
16 K RAM. Measures 
16"x 12%"x4Vi*. 
Weighs only 

Only £345. 
(incl VAT 
at 15%). 



urrrrrrrrr 




Now is the time lo jump a generation and add an Atari to your family 
the best in personal home computers. So easy to use and pro- 
gramme yet they fulfil a vital role in the home. Just connect to your 
TV set for sound, colour, high resolution graphics and pli/g in 
programme modes. Dad can play real or imaginary business games. 
Mum can swot up on her languages for the next holiday and the 



youngsters can play any amount of games or get help through the 
educational programmes. There is hardly any limit to what you can 
do with an Atari Personal Computer - and how this can develop. 
Bui there is a limit to the Free Introductory Offer of the 60 minute 
cassette which we will supply when you order an Atari 400 or 800 
model. This offer ends January 31 1982. 




Check these other features 
and extras 

COLOUR GRAPHICS 

Plug into TV for 16 colours 

and B intensities 

SOUND 
own 



From your 
TV speaker 



ATARI 800 Advanced power 
and flexibility 

4BK RAM same size and vv«rghi as lht- 
400 but has. greater potential and 
advanced systems for those I hat 
require this extra facility 
Only EWS tine VAT at 75%). 



ATARI Game Controls 

Joysticks., paddles Htd keyboards - 
all readily available. 



PROGRAMMING 

Use your 400 or 410 recorder 
to write, store and play your 
own programmes, 



Play some of the 
most popular games 

k& Asteroids 
ITJVlissile Command 
MSpace Invaders 
and many more 



ATARI 410 Programme/ 
Recorder 

For use with bolh t he 400 & 800 
models Stores programmus and daw 
plus audkj I rack. Ron programmes, 
listen to VO<ce or compose musuL 
through your TV sei. 



KEYBOARD - 57 touch keys 

CONTROLS - Joysticks ', 

Pat idles, Keyboards 

GAMES Star Raiders, 
Space Invaders, Chess, 
Basketball ask lor our Nsl 




CHARACTERS 40 by 24 

ring display 

PORTABILITY 



weighs 
only 9^4 It). Can be used in 
any room al home or olfice 
PROGRAM MES Can 

be sto red on Atari r 

Recorder or Disc Drive 800 only 



FREE MANUAL vVih 



S3 
21 



Write for full set of colour 

literature Celling you nil you mml 

to know about ATARI and full price list. 



IfRMINU COHHCTIOHS 1TD 

A 



To: Terminal Connections Ltd. Dup1 CV V AMECO HOUSE SECOND WAV 
EXHIBITION HOUSE, WEMBLEY, MIDDLESEX HAS 0UA 
Please send me full details OH the ATARI personal Computers 



ATARI 



AMECO HOUSE. SECOND WAY 
EXHIBITION HOUSE, WEMBLEY, 
MIDDLESEX HA9 0UA 019036821 

See our range of Personal Computers and 
accessories at this London outlet or complete 
coupon and return to us for full set of 
literature OPEN 6 days a week 9.30 to 5.30 



Mamtj IBLOCK IETTEHSL 
Address 



■ 

IMever bef on 
computers hai 
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[ ? have so many 
[1 so much fun. 




Thousands of computers have been programmed 
with new games featured in the new Computer & 
Video Games magazine. 

The results have variously been hilarity, bemuse- 
ment and profanity. But always fun. 

Some of the games are simply crazy, others 
intellectually challenging. But all are straightforward 
to program with our step-by-step listings. 
You don't have to \ye an expert either because you 
can brush up (or even learn) programming with our 
regular - workshop. 

It doesn't matter what kind of computer y< m use 
OUT games cover all shapes and sizes from personal 
Sinclair to mainframe IBMs. 

If you have access to a computer, and you enjoy 
playing with it, you'll find something in Computer & 
Video Games to tickle your fancy. You can get the 
January issue now from all good newsagents. 
So go on. _ Have some fun. 




I w mi l]( t like U> Utkv out an annual 

suhscilpl ion. I eiidusi' a rhiTjiif \ > M. | 
)r£lO,(isK*<JVi>rseHs)fiir iwvlw issues, * 
Computer £ Video &Bi*e», Brettoti | 



I 'mil t , 1 1 rt -u tm A Vl i >v\ w m m^h PE3 SDZ. 

N^tnw — 

Adi bv*s . 



CVGJ 



& Video Games. 

The magazine that 
makes computprs fun. 
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The programmed solutions to our 
first issue Four Octagons puzzle have 
been Hooding in, 

Some 300 had been received by 
the time this page had to be put to 
press. (And it was one of the first to 
30!) We have all been very surprised 
— and impressed — by the standard 
of entry and the amount of work 
many of you have gone to. 

The first program arrived on our 
desk within two days of the first 
issue appearing in the newsagents 
and subsequent solutions have come 
in with some marvellous pieces of 
presentation. From the hand written, 
to those that arrived complete with 
listing, tape and photographs ol the 
display, alt packaged in a neat file, 
they will all be tried and tested by 
our judges. 

In the meantime here is 3 chance 
to see how puzzle setter Jamas 
Dalgety of Pentangie, went about 
producing a program to solve the 
puzzle. If runs on a Pet but flit 
program has tjeen written, as far as 
is possible, using general Basic lan- 
guage. 




IT IS often far easier to solve a 
"mechanical" puzzle than it is ta 
either prove that the solution is 
unique or specify all the solu- 
tions. 

However at Pentangle, where 
we specialise in manufacturing 
difficult puzzles, it is frequently 
necessary that we do both. 

The first job is to analyse the 
puzzle: there are four octagons 
each of which can contribute one 
of two faces to any solution. 
Each face consists of eight pairs 
of symbols. I decided to split 
these into two groups of four 
pairs of symbols, so I could eas- 
ily adapt the piogram for use on 
squares in the future. 

The octagons have to be 
placed on a two by two grid, but 
as the puzzle is only to match the 
edges there is no need^o con- 
sider rotations of the overall 
solution thus one card can 
always be placed on one ot the 
four locations and the remaining 
three cards permutated on the 
three remaining locations. 

For every permutation of card 
locations each card must be (a) 



rotated and (b) turned over to test 
each of its 16 edges for a match 
against its two neighbouring 
cards. The total of 393,216 tests 
makes it necessary that the 
program is as fast as possible, 
but publication of the program 
makes it desirable to have 
graphics or a pretty picture. 

1 wrote the program for a 3032 
Pet, but being frequently frus- 
trated by coming across pro- 
grams in- magazines full of 
PEEKs and POKEs for machines 
other than Pets. I assume other 
readers get equally annoyed. So 
I ruled that I must not use PEEKs 
or POKEs in my program. This 
slowed it down and involved 
some rather untidy programmed 
cursor movements but hopefully 
made it more portable. 
Lines 360-390 hold the data. Each 
symbol has been converted to a 
number from 1 to 7. (I started 
with card No. 1 numbering it 
clockwise and end up with four 
sets of alternate edges taken 
from the front and back of each 
card.) 

Lines 110-130 define the vari- 
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ables in the order of the fre- 
quency with which they will be 
used. This is done to save 
machine time searching the 
variables. 

Subroutine 710-850 is the 
explanatory preamble followed 
by an option in line 860-870 for 
users with a printer. (P$ and F 
are solely related to the print 
option which gives hardcopy of 
only solutions, not pretty pic- 
lures.) 

Subroutine 880-1130 provides 
the pretty picture. To save time it 
seemed sensible to overprint this 
with the current status as 
required rather than print it all 
each time. 

This, in fact, led to the neces- 



sity of subsequently using pro- 
grammed cursor movements for 
the overprinting, but these were 
still quicker than printing the 
whole picture and also made it 
possible to get hardcopy of the 
essential data only on the Pet 
printer. 

On the screen option the pro- 
gram waits before displaying a 
solution before continuing, 
whereas on the printer option, it 
continues automatically. To 
save time the current test is only 
shown on the screen when "G" is 
pressed. 

Line 150 directs to the sub- 
routines 400-450 and counts the 
positions 1-6. 

Subroutines 400-450 read the 




data into arrays AS, B$ r C$, and 
D$ each containing the four sets 
of mutually exclusive symbols 
used in any one test. The six 
subroutines represent the six 
possible locations of the cards. 
Because numbers are being used 
for the symbols the cards have 
been renamed A, B, C, D, 
instead of 1, 2, 3, 4, to avoid 
confusion. The position is 
recorded in AR$. 

Line 160 starts the loops which 
in line 170 select each of the four 
sets of edges that are to be used. 

Line 180 starts the loops which 
rotate each of the sets of edges 
four times. 

Line 190 skips out to display 
the current test if requested. 

Lines 200-270 test for a match 
of edges and if a no match is 
found skip further matches and 
go to line 290 count the tests in N 
and rotate the cards in lines 300 
and 310 and so on. 

If all edges do match line 280 
directs to the solution display 
and print subroutines. 

Lines 460-480 either prints the 
solution or waits 'til asked to 
display it, using the same sub- 
routine as the current test dis- 
play. 

Lines 490-700 are used to over- 
print the current test or solution 
onto the pretty picture. Edge 
symbols are shown in the 
octogons. The inner letters show 
the location of each card. The 
outer numbers show which set of 
edges is being tested (0 and 1 
being on the front and 2 and 3 the 
reverse). The number of solu- 
tions and tests so far are shown 
together with the average time 
per test {this increases dramati- 
cally the more you loakl), 

On being confronted with the 
task of writing a program to 
solve the Four Octagons puzzle; 
my first thought had been 'How 
easy!", my second was "How dif- 
ficult" and by the time 1 had 
finished I was convinced that I 
had set about the whole project 
in the most difficult possible 
way. 

I have subsequently had a 
brilliant idea but as I won't be 
allowed to win the prize I will 
keep it secret unless of course 1 
am adequately bribed! 

I look forward with great inter- 
est to seeing how other readers 
tackle the puzzle on different 
machines. 
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lee REM THEPUZZLE6 23SEPT1980 

1 lO A*="X" E*="X" C*="X" : N=l ! RB=0 RO0 : RB-0 RA=0- N4=Q N3=0 : N2=0 : N1=S 

1 20 DIMA*': 3 > , £:*•:: 3 > , C* 3 > , D* ■.: 3 > 

130 1=0 SF=0 ! fiP*s M X" : F=0 : T^TI S=© : FN*=" CCRTXCRTXXRT; CCRTXCRTXCRTXCRO XRT> 
<GfcT><CirD<a?^ :cft; XRTXXRT} 

xrtxcrtxcrtxcptxcrtxcrtxcrtx 

140 GOSUE710 

1=50 sp=sF+l GNSFGGSUMl 0,400, 420, 430, 440,456,346 REN** SIX C-HRIi LOCATIONS 

169 FORN1=0TO3 FORH2=0TO3 FORH3=0TO3 F0RN4=UT03 REM#iMl 256 LATA PERMUTATIONS 

170 flfsfif CHI) B*=B*<N2> ■C* S C*CN3) :J)*»W<N4) 

1SR F0RRA=0Tu3 ' FORRE=@TO-_-: FuRRL.=UT0o FGRRD=0TG3 - REM*** 256 ROTATIONS OF BRTfi 

1*0 GETX* : IFX*="G" THEN GOSUB490 

206 IFNIB*C A*, 3, 1 X>MIB*<B*, 8, 1}THEN290 

210 IFMIB*',A*,4, IK>MIB*<E*,7, 1>THEN290 

22G IFHin*<:E*, 5, 1 K>MIB*'X* .21 1 THEN290 

236 I FM 1 B* < E* ,6,1 ) OW I B* C C* -1-1 1 THEN296 

240 I FM I B* < ,7,1 > OM I D* < E* ,4,1 > THEH290 

250 I FM I E* < C* , S , 1 ? CM I B* < B* .. 3 , 1 > THEN230 

260 IFMIH* E$, 1 , 1 >C NIB* (A*, 6, i ;THEN290 

2~0 IFHIB^<B$,2, IK>MIH*':A*,5, DTHEN29U 

280 OOSUB460 

290 N=N+1 

300 A*=M IB* Cm* 3 6 ) +LEFT* ( A*, 2 > = NEXTRfiBS S 61 iWff^^»«»JEl»H 

310 C*=M IB* < C* , 3 .■ 6 .' +LEF T* < C* , 2 ) : NEXTRE B*=M I B* < B* , 3 , 6 > +LEFT* ( B* ,, 2 > • HEXTRA 
328 NEXTN4, N3,N2,N1 
33 A GOTO 150 

340 GOSUB470PRINT"FINI3HEP IN " ai-T>/360" MINUTES" 
350 END 

360 DATA 123 151 64, 54435262, 46743412, 14255463 
370 BATA23456545, 35414213, 35152452, 17214732 
380 BATA41 1 72624 . 23] t ?36&5^ 26365653, 62424647 
390 BATA563 1 7164 , 21 1 3431 4 , 255 1 7471 , 34325363 

400 RE C .THRE FORI=0TG3 RE ABA* I > , B$< I .? , C*< I , B*< I > NEXT I HR*=" ABCB" ' RETURN 
4 1 0 RESTORE ■ FOR I *0T03 : RE ABA* < I > , B* < I ) , B* ( I ) , C* < I > NEXT I • AR* = " ABBC " RETURN 
42m RESTORE FORI=0TO3 REABA* : I ) ,C*aX. B*aX-D*<I> NEXT I • AR*= " flCEB " RETURN 
430 RESTORE : FOR I =U TG3 REABA* < I ) ^ C* < I ) * B*< I > , E* < I > NEXT I : AR* = "ABEl " RETURN 
440 RESTORE : F0RI=uT03 RE AD A* ( I ) , B* (. I > , E* C I > , C*< I > : NEXT I ■ fiR*=" ACBE" : RETURN 
450 RESTORE - FORI=0TO3 - RE ABA*-: I j , If* C I , C*C I > , B$< I > NEXT I AR*~"ADCB" - RETURN 

460 s-s+i : print " <hom:xcdn:> xbn>o:bn>cc dn> :cbn>-:chn:> :c bhxc bh:-:c bn:> •:cbn>-:cbn> ;ch 

NXCBNXCBNXCBNXCBNXCBNXCBNXCDNXC DN>-CC-BH>-CCRT>-:CRT>-CRVS> SOLUTION I ! PRESS 
'C TO DOWT<OFF>" 

470 IFP*="P"ThEHuPEN4,4 L MD4 F-1'GOTO490 
4S0 GETX* IFX*<> I, L "THEN4S0 

4?o pr i nt ij ■:homxcdnxcdn> " i 

T-r PR TNT" OJRTXCRT:: ji N 1 " <CRT> t -"CRT> " LEF T* < fit , 2 > " 0~ RTXCRTXTRTXCRTXCRTXCRTXC 
RTXCRT> " LEFT*< B* . 2 ) " <CRTXCRT> "N2 PRINT " <HOMXCBNXCBNXCBNXCBHXCBN> " ; 

510 PR INT" •::CRTXCRTXCRTXCRT> " R I &HT* C A* , 1 > " <CRTXCRTXCRTXCRTXTRT:- CCRT:- 11 M I B I 
Cftf *3j-J >"CCRTXl:RT>" : 

528 PRiNTfe!d|HT&&* 1>^<C»TXCRT>ccrt><crt>v:crt:><c.pt::: h m ib* < e* . 3, i> print" :hom: :c 

BNXCBH>:CBNXCBNXCBNX:CBN>* , ; 

530 PR I NT " -CCRTXCRTXCRTXCR T> " M I D* ( A* , 7, 1 > " <CRTXCRTXCRTXCRTXCRTXCRT> "M I B* 
■■A* 4.1' " -VRTXCPT." " • 

548 FRIHTMIB*(B*, 7,1) "<CRTXCRTXCRTXCRT>CCRT> CCRT: ,J MIB*C£*, 4, 1 > PRINTXHGMXC 
DNXC Iir-r--:i:BN><CBNXCBN;><CBhJ:><CBH:-:XBN><CBN> " ; 

350 PRINT" <CRTX*CRT><CRTXCRTXCRTXCF;TXCRT> " M I B* < A*, 6 , 1 >MID*CA*, 5, 1 > "<CCRTXl:R 
T>" LEFT*- RR*, I) " < C RTXCRT> " M I B* '-. AR* , 2 , 1 

560 PRINT"<CRTXCRT> M MIB*':B*, b, 1 >MIB*^E*, 5, 1 > PRINT'XHOM^CCBNXCBNXCBNXCBNXC 

dnxcdnxcdnxcbnxcbn; <CBNXCBNXCBN>" , 

570 PR I NT" -a PTXCRTXCRTXCRTXCRT: >-:C :RTXCRT> "+LEFT* (B* , 2) " <CRTXCRT> " R I GHT * '. AR 
*. 1 "=::CRT>clRT3 "Min*(AR*,3 J 1)°<CRTXCRT>" j 
^Sfl PPINTLEFT*' L* 2 > PR I NT "<HOMXCHHXCBN> XDN> XBNXCBNXCBNjKCBtO XBNXCBNXC 

bn: :riiN;- :cBN><CBN><CBN:><CBN>' 1 ; 

■^9^ PR I NT " <:CRTXCRTXCRTXCRT> " +ft I l-HT* < B* , 1 > "<CRTXCRTXCRTXCRTXCRTXCRT> HID 
*'"D*.3- 1 -■ " <CPT"-*<CRT"- > "RIGHT* < C* , 1 1, <CRTXCRTXCR"T .= 'CRT; -X-RT: 'XF Jl ", 

60S PRINTMIB*CC*, 3,1) PRINT JI -CHOMXCDNXC BNXCBNXCB^> XBN> XBNXCBNXCBN> XBNX. 
CiNXCi>N><CLHXCI)N><CDNXCBN><CI!N>' < -< 

filA PRINT" XRTXCRTXlRTXCRTXMID^B*, 7,1 > 'XCRTXCRTXCRTXCRTXCRTXCRO^MXM 
."D*.4 1 >"<CRTXCRT>"MIB*< C*, 7, 1 > "<crtxcrtxcrt:> ::crtxcrtxcrt> u ; 

f.2f\ PPINTM I B* 'if:f ■> 4, 1 > : PRINT " <HOMXCBH> ^CBN:> XIiN: --.ICHHXi: 'DHXC BN3 ■■ X I '•• . XDNXCBNX 
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fWV:TBHV'eW : XDN~> " -• 

PRINT "CCRTXCRT>"N4 " XRTXCRTXMI D*<D* , 6,1 >MID*<D$, 5, 1 ) " CCRTXCRTXCRTXCRT 
.. X:RTXCRTXCRTXCRT>" , 
640 PR I NTM J B* 02* , 6 . 1 > M I B* 'X * , 5 , 1 > " XRTXCR T>" N3 

650 PR I N T 1 r <HQ M> < G BN > < C D HXCBN > <CBN > < C DN> <J C BN > CCD NXC DN> <. CD NX C DN XC D N> < C BN> < CDN 
XCIiNXCDN>"FH*H 

£bU Ff 'INT" <H0MXCDN> X DNXCDHXCDNXCBNXCDNXCBNXCDHXCDNXCBN: XCDNXCDNXUBN 

<C DKXCDHXCDN> " FilS : I NT ( <TI-T > /fcXVN* 1 OO0 > / 1 
~ printxhomxcdn> <CBNXCDNX:CBHXCBNXCDNXCBHXXBNX^ 
XCDNXCDNXCBNXC DNXCBN>" FW* ; S .. 

698 IFF , *='T ,, hNDF = 1THENPRINT#4XLGSE4 

70© F=9 PRINT" 

<cijnxcdnx 

'■ RETURN 

710 PRINT ,l <CLRXCDN> <RVS>** COMPUTER AND WHEu GRptES **<GFF>" 
730 PRIHT"<CDN>OBJECT*- TO flRRflNGE THE FOUR GCTGGGNS " 
740 PRINT" -n PATTERNS MATCH WHERE EDGES MEET^" 

F30 PRINT" < DN [■■■ R V S > C RH VOU WRITE fl SHORT HMD \ I MPLE PROGRAM'S 

PRINT" <RVS> TO FIND EVERV SOLUTION QUICKLY ? 
770 PRINT" I TAKE A WHILE TO TEST 533216 POSITIONS. "J 
?yM PR I NT "SO 1-JHV IWT VOU SPEND THE NEXT FEW 
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790 PRINT "HOURS PROGRAMMING WHILE I BLOU IW CHIPS" 

3ey PRIHT"SGLVING IT THE LONG WAV ?" PRINT 

810 PRINT" CRVS> VOU CAN SLOW ME BONN EVEN MORE EV 

820 PRINT ,4 <RVS> PRESSING '0 / FOR THE CURRENT STATUS. " 

330 PRINT" h.B.C.B. INDICATE THE CARD POSITION " 

S40 PRINT"<RVS>THE OUTS I HE 0 TO 3 INDICATE THE EDGE SET" 

S5@ PRINT 1 ' I START WHEN VOU DECIDE IF VOU WANT" 

BSe INPUT "SOLUTIONS TO SCREEN OR PRINTER <RVS>S/FCOFF> 

: 70 i fp*o |J s 11 amdf* o " p " thensso 
8s0 t-t i : pr i nt " <clr> " ; , 

89© print"<:rvs;> **+ computer and video games *** 

9m PRINT" <GFF>"P* M 

\ / 



PRINT 



S<CLF><CLF><CLF> n , ?% 



S 



I 
! 



<OFF> i 



\ 



I I 

I I 

I J 

I I 

/ \ 



\ 
J 
J 



•:pvs> 

CRVS> *j 

<RVS> 
<RVS> 



COFF> 

:off: 
1 coff> 



THE 



/ 



\ 



PUZZLE 



<OFF> I 
I 



I f 

I I 

I I 

I I 

/ \ 



316 PRINT" GUFF:- 
920 PRINT" <OFF> 
9S0 PRINT" <OFF> 
340 PRINT" <OFF> 
350 PRINT" <OFF> 
960 PRINT" 
970 PRINT" CuFF:= 
3S0 PRINT" :_"0FF> 
330 PRINT" 
1000 PRINT 
1010 PRINT 
1020 PRINT" <OFF> 
1930 PRINT" <OFF> 
1040 PRINT" COFF> 
1O50 PRINT 
1060 PRINT " ■■:OFF> 
1076 PRINT" <OFF> 
10S0 PRINT' 
1090 PRINT' 
1100 PRINT' 
1110 PRINT' 
1120 PR INT" -:R VS.": 
1130 RETURN 

1140 REM PLEASE LET US SEE RNV BETTER PROGRAMS- PENTANGLE. OVER WALLOP. HANTS. 
READY. 



I 



A PUZZLE 
FROM 

<RVS> " 
FEN TANGLE CRVS> " 
<RVS> " 
<RVS> " 
<RVS> ■ 
CRVS> 
<RVS> 

people <crvs> 

:rvs> ", 
rvs>test n0<0ff> 0 
rvs>av time<:off:> o 

■;rvs> u , 



,-■ :rvs::solution<off> 0 



:rvs:- ", 
:rvs: 

<rvs> "; 



<off> 
<off> 
:off> 



\ 



FRESS '" G ■' FOR CURRENT TEST 



CRVS> 

<:rvs> 

<sm> 

:rvs> 
■coff: 



o 
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The Product: 
Apple II 
Europlus 48 K 
The Price: 



TOTAL 



675 oo 10125 776 

Shops & Mail Order 

BIRMINGHAM 
BRISTOL 

P*%« S»rri frmol B5 1 3 AN M^SM*?* 
(a* 1 **** HeUay kin ond C A A 

CHESTER 

The Fotuik p*3fiHgi7i» Vr-f CKwi'pr CHI 217 Td Q344 IE Monogsr leimj Ajktn^i 
M*.' la W Kill 

EDINBURGH 

J. V itfw. Ctnir* EdmburgK EH I 3SS T«l 031 156 63 I ? Uiril^ Ct±* '>«M«- 

PRESTON 

1/4 CuJdhal *JTod» h-wion H? I 1H*. W G??3 Manvyer Jim Comn^r 

0m(1V " r * j * f Gu'te Hoi 

MANCHESTER 

I ' J V M*n>! Gd». M*t»« S*r*«i MaivWlf. M> IPX T«4 0ft» 63? 60S J 
MaHagtr Le-tW lacobt Co"'*' of Dm^Mjctf ? 

GLASGOW 

J3/24 Wwyi Him GW*iga~. G 7 ?PF T») 04 I 336 3349 Manage Cn(v.d L^.ngslof.* 

W^l kxttanv and C»n*gl SinliiT 

SHEFFIELD 

M j,**otd Start. 4mH«U 5i 3Cd' r e i ."/i.' fyttr. w^oqr Jun.r Bn*U, 
toci d t*" 1 Maei ia pcia n i>t Town Hot 

LIVERPOOL 

33 DaW Vrwi Ln*n3**4 \2 ?Hf OS I 336 363H WiM^it Ma* RuHlm 
hlwl lf tf*t To»«i HoS Qnd Mngnhrjlw Cnu-n 

LONDON 

4.? fenvnKwK few Rood Lc.dw W1 *JR0 W 0" A3b 0*45 Moragif Vau Dwnoilhe^ 

Mail Order 

*fut 'H<mi(NtM al Lmlryi FRrtPOSI I No irump ivqumcfj. Lrv»rpool 12 3AB 



Apple peripherals are also competitively 
priced at Laskys, and corry the same 2 year 
parts and labour guarantee. 

La$ty* ii fhfr torg#si ip#c>nfli*t Hi Fi c^ann m Eu'opr Ju>> I'i'BO ttoy atrjuirwt 
Mit rGCtiLfrfEil Clpr> mdepenaW'l ipti irjln* mi(ic>CD*npjgirr t'are bns*d L*vfcfnpool 
Since ihe«v tpeeiahr mic<oco*npuie» rJepct*ii»ifc;tfi 'kj** been te* ihp *i»hi»i 
vrlrclpnl Lmly\ Moriv, ^ndl-r ih*> MurpcAgiral namp rhp^r hcivr- on* riff ■ -imfM 
rVli£«0C0rt"iBuftfil Ul Latkv\ 



Please send me: 



i fT** IF» h 115 y< Ti a lfl)L^ iftap ihn tCI" bvy P<Pir 'fqWHW ►! Imm >ii Mrnl ("JiiWi 

Dtupi yt 'TXfv' al- Mirrac-BAiputart at tothyf, FPEEPOST INa ilamp requred) Lnrpool 1 3 2 Aft 
] 4de { I iiAf v iydcn undvr 1 1 v 

Jlrifl gn« (*u" tl*d-< '.(yd n u mfc*> and i^nyaTimttfs nn rn>r JA k^n ^ rJlPf 

*ri«rt#«rf* Shvu 051 336 0^07 Ma. O-de" Manuaum rtw 

M ICROCOMPU TERS 

w/ 



Mail Order Form 



Oty 




Total 




Apple II Europlus 48K - Tofal Price 776 25 





MAIL TO Microcomputers ai Los-kys, Frwposi {No Uamp reaurred}. Irverpco^ 12 2 Aft 
lie livtrry free within mainland U K 



Name . 



Addr 



.Poil Code . 



Tel {day) 



Access 5? 2d 

Barclaycord 4929 



"7. 



v — f 



□CXJ 



I I 1 1 



i 



Amencon Expr&ss/Dir>ers Club/S!erffo Club No 
Expjry date * 

J 

Qfhonl or d**!"* w^icOTip i/\th norrnofl Hny< cr«dir ursrwiod la bona 'uie :omni(rtio 
and ocMcnnmrnl ofi^arvinrmni 

CRA 





©J 
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NEW PRODUCTS NEW PRODUCTS NEW PRODUCTS N 




CLEAN-UP AT 
THE RACES 



HONEST JOE 



A bookie's life is a hectic one 
and he needs to be shrewd and 
calculating — all eyes, ears and 
hands 1o make the most out of 
hi=s business. 

Ydu car fry it for yourself In a 
new game called Honest Joe. 

Rake in the punters' cash from 
badly placed bets in a mock-up 
race — aim: lo make a profit. 
Horses' form lor previous races 
is given by the computer and 
randomly selected in each race. 
You must judge what bets to 
take. 

A recent addition to the 
Mali men range of games soft- 
ware for the Tandy TRS-8Q 1fiK; 
you can buy it either in cassette 
or disc term, £8.75 and £11.75 
respectively, 










i B 






[■ 



Man the controls of a space 
cruiser on a bombing mission fly- 
ing across an undulating horizon, 
to blast targets marked out on 
the landscape below. 

You really need three pairs of 
eyes: to watch out for targets on 
the ground, the hazardous hori 
zon dotted with enormous moun- 
tains which come into view with- 
out warning, and the numerous 
alien craft which attack your ship. 

There are lour levels of skill for 
you to try your hand at plus 
sound effects which are emitted 
from the keyboard port. Moon 
raider runs on the Nascom and is 
a version of the arcade game 
Scramble. 

It is produced by Program 
Power of Leeds and costs £8.95. 




WILL SIMULATORS TAKE OFF? 



JUMBO JET LANDER 



You car experience the exhilara- 
tion of piloting an aeroplane 
while keeping both feet on the 
ground in Jumbo Jet Lander. 

Learning to take-off, fly and 
land, without leaving your living 
room is now possible with the 
latest piece of innovative soft- 
ware for the Atari personal com- 
puter. 

Using marvellous graphics, 
this game is for the Atari 8Q0 and 
simulates the cockpit of a |umbo 
let 

Complete with hazards, both 
on board and in the sky, it could 
almost turn into a recreation of 
the recent comedy film Airplane. 

The screen displays a view 
from the pilot's seat and you can 
either select a daylight flight and 
landing or try the more difficult 
night flight, 

It requires a controlled mind 
as you take-in the information 



from the many dials displayed 
before you. These register the 
condition of the aircraft through- 
out the flight, to allow pilot to 
monitor his air pressure, flight 
path, height and speed. 

Et takes some getting used to 
and it will be some time before 
you become experienced enough 
to land with any confidence. 

In charge of the controls, it's 
your job to rectify anything that 
goes wrong in the flight period. 

This game clocks in at |ust 
under the £30 mark and many 
purchasers may be put off. But 
the realism and graphics do offer 
a marvellous standard which 
other machines and software 
manufacturers find hard to 
achieve. 

It is produced by Thorn-EMTs 
software arm and follows other 
games: Darts, Snooker and Sub 
mar my Commander. 



SUPER 
GALAXIANS 

What do you get when you 
cross galaxians with super glue 7 
The answer can be found in 
Program Power s Martians game. 

A metal-clinging species of 
creature lurking in the depths of 
outer space is the evil force at 
work to destroy your galactic 
cruiser 

If the aliens build up on the 
outside of your own ship with six 
clinging on to it they overcome 
the controls of the cruiser. You 
lose the game and they take 
command. 

The game is said to be inspired 
by the space adventure series 
Blake's Seven A forcefield sur- 
rounding your spaceship is at 
your disposal for defence pur- 
poses When the field is down, 
the aliens can make a bee line for 
your craft. Beware though, your 
forcefield is not always strong 
enough to protect the ship. 

Some of the sticky creatures 
are imposters in the swarm 
which can be deceiving. Just 
when you think you have stop- 
ped the aliens, an imposter will 
descend disguised amongst the 
rest ol the mob. These suddenly 
transform into creatures which 
can penetrate your forcefield 
regardless of its strength, 

The game's points system 
works on the number of aliens 
you prevent breaking through the 
forcefield. 

Martians is written for the 
Acorn Atom and a copy in cas- 
sette form costs £7.96. 



DANGER! BIRDS OF PREY 



It s no wonder birds of prey are 
becoming endangered species, 
when they are shot down as fast 
as they are in Falcon, 

This version of the arcade 
game Phoenix is another space 
invasion game, putting the player 
up against impossible alien odds, 

Fighting off the Falcons in this 
new Apple game is a hard task 
which has three separate stages 
to test your tactical ability and 
marksmanship. 

The first and second phases of 
the invasion involve I he same 



FALCON 



version of these malicious bird- 
like creatures. In the third phase 
a new and more deadly variety 
takes over the attack. 

And should you survive this 
onslaught, a mothership appears, 
to drop hundreds of Falcons on 
you. 

Falcon costs £16.95 from S B D. 
Software but the different levels 
of difficulty will keep up a 
player's interest. 
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SEASONAL SING-SONG 



A HOBBIT'S 
MISSION 

The classic Tolkien tale Lord of 
Ihe Rings comes to life on your 
television screen in a new adven 
lure game. 

The Cracks of Doom, is based 
on the story of the adventures of 
Frodo described in the classic 
fantasy book and runs on a 32K 
Pet. There are five objects for 
you to find by interrogating the 
computer, using command words 
to tackle obstacles put in your 
way. 

When you find all the objects 
though, your task is not over. You 
then have to locate the Cracks of 
Doom and drop each item, in 
turn, into the crevasse's depths 



CRACKS OF DOOM 



Oniy once the objects have hit 
the bottom, do the Gods reward 
you. 

Hazards encountered on your 
perilous journey include canyons 
which you must take care not to 
tumble into, and evil creatures 
blocking your path which you 
have to deal with as well as a 
poor hobbit can. If you pick the 
right thing to do, the game goes 
on ... if not you're dead 1 

Recently brought out by 
Supersoft, the Cracks of Doom 
was written by the seme author 
of the successful adventure 
game Hitchhiker's Guide to the 
Galaxy which has frustrated Pet 
owners the length and breadth of 
the country. 

Anticipating a large demand 
for the game, Supersoft have 
brought it out on both tape and 
disc with a price tag of £16 
attached. 



Tune into Christmas with a Carol 
cassette to add to the seasonal 
festivities. 

The Carols tape runs on the 
Sharp MZ-BQK so you can load 
and listen to up to 20 different 
popular carols. For £5.50 all your 
old favourites are on the cas- 
sette including: Good King 
Wenceslas. While Shepherds 
Watched Their Flocks By Night, 
Once m Royal David's City, Ding 
Dong Merrily on High and 0 Little 
Town of Bethlehem 

It's on sale now from Sharp 
software specialists Newbear. 
Other additions to its Sharp 



range are Quadrax, an imitation 
of the traditional game. Four in 
a-Row. This version is m 3 0 and 
the object is to get four of the 
same coloured counters slotted 
in one row. You play against 
either the computer or human 
opponents. For those who can 
think in 3-D. It costs £5.50. 

A space invader spin-off is out 
as well Called, Cosmiad from 
Newbear, it follows the tradi- 
tional game but is more difficult 
because the invaders are more 
erratic than other versions' 
invading forces, It too runs on 
the MZ-8DK and costs £8. 



A MAGICAL CURSE 



DRAGON'S EYE 



A new mysterious and complex 
adventure game of necromancy 
looks certain to keep Pet owners 
company in the long nights. 

So complicated are the rules 
and sections of the game that a 
31 page booklet comes with the 
pack. The brief history behind the 
theme of Dragon's Eye is sur- 
rounded by the mysteries of a 
magical art, necromancy. 

A curse was put on a land 
known as the Seven Provinces 
by the Evil Necromancer, who 
held the power to control time. 
Only the player, by entering 



and taking part in this fantasy, 
can wipe out the spell woven 
by the Evil Necromancer. 

At the end of the game, no 
matter how far you have got with 
it, you will be awarded points. If 
you get the honour of receiving 
less than 100 you know you are 
terrible, To achieve the wreaths 
of distinction deserved only by a 
grand master you need to earn 
yourself the grand total of 4000 
to 5999 points. No mean feat. 
Supplier for this and an Apple 
version is Algray Software; it 
costs £16.95, 




CHILDREN'S 

NURSERY 

FANTASY 

This month marks a departure 
from traditional adventure games 
filled with demons, dragons, 
wizards and warlocks. 

Specialty written for children 
the new adventure game, 
Dreamworld, sets nursery 
rhymes as the scene of action. 

Using well-known nursery 
rhymes, children too can get to 
grips with adventure before mov- 




ing on to the more advanced and 
complicated versions on sale. 
And all in the relatively peaceful 



surroundings of children's fan- 
tasy world using simple com- 
mand words to tell the computer 
what to do, 

The Tandy TRS-80 is the 
machine this adventure game 
runs on with 1GK of memory It is 
available from TRS-80 suppliers 
Molimerx ol Bexhill-on-Sea for 
£8,75 on tape and £11 95 on disc. 

For adult and experienced 
adventure players the firm has 
expanded its Mysterious Adven- 
ture series Time Machine and 
Arrow of Death of which a sec- 
ond part is to follow later. The 
latter is a continuation of the first 
Molimerx adventure, the Goiden 
Baton m which the object is to 
recover a stolen baton and 
restore it to as rightful place. In 
the Arrow of Death (1 | the baton 
has grown tarnished and has 
been overcome by an evil power 
whose source is unknown. Your 
task is to find and banish the 
source. 

Both cost £8 75 for the tape 
version and L'l I /b kn t*i; disc. 
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. . lhati the only word 1o really describe H V the superb Genie 

microcomputer system., the- home computer which is 

comp aitble wiih the THS AO. and Ldflil for ^^■■■■■■^^ til tntcro » 
enthusiasts, especially lh* committed hobbyisl 
Genie iiia n6w been upgraded 1o Genie [. incorporating a]] of (he original, 
excellent features. bul with lhc srtrtninn nl 
t» Extended BASIC, including RENUMBER and SCREEN PRINT 
#Tutl upper and lower case, flashing cursor and auto-repeal on all keys 
•An intern*] SOUND UNIT id add a new dimension 1o your own program a 
* A MACHINE LANGUAGE MONITOR, with Display, modify, enter end execute 
I with break point*) (acuities 

Genie 1 nas ail of this, plus the bmll-in cassette deck. 16K P A M. 12k ROM with 
BASIC interpreter, full-size keyboard , an extremely wide range of new and up- 
dated peripherals, and literally LOOO's of pre-recorded programmes available 
Yet, almost unbelievably, the price of Genie I is even lower than thai of (he original 
Genie. 

Ingen ious for bu siness 

The Genie II is a major 
brnsklhrnuqli Fot small 
business computers. 
Harnevsmq all iht! 
advantages of Genie L. 
including low price, Cams 
[[ adapts perfectly to 
, 1 commercial functions 



New!... Printer 



The EG W2 printer can be connected to the 
Genie either through the expander or directly 
into the computer using the Parallel Printer 
Interface tt is a. compact unit, With an BO 
column, 5 1 7 matrix print-oul, operating 
quielly and efficiently al 30 characters per 
second. 





Disk Drive 

As well as 1h« obvious advantage of mm 
alorage. the addition of the disk nysttm to 
Ihe Genio means much fasleT access to 
other languages and full random access 
file handling Up to A of these 40 track 
drives can be used on a system 



wilh the following 
features. 



♦Numeric keyboard 
♦Four usable, definable 

function keys- 
•Extension tc BASIC 



Basic business commands 
Fully expandable with 1he 
same peripherals 



SPECIAL TECHNICAL GENIE 
HOT - LINE ON 0629 4995 



for all your technical advice and service back-up on any 
aspert Df ihe Geme sysiem dirert from the experts 1 



New!... 13 "Monitor 

Now, a choice of i monitors giving a clear easy to 
read image The updated EG1Q1 has a new green 
phoapher tube 





For full detail! and demonstration of Genie l.Gflniw IT or advice on any aspect 
of the system, either call in to your local dealer, or wtne directly lo the idle 
I m pn tH-tts at. mi' add r n b* rieiow 



New!... Expander 

An updated Expansion Box (EG 3014} is a 
major feature of the n«w G-erd* I system, 
and unleashes all its possibilities, allowing 
for up to 4 disk drives with optional 
double density It connects to sprinter, or 
RS232 interface or SLOO cards There is 16k 
RAM fitted and H has a new low price' 




GlCCtrtHUCS 



Chesterfield Boad Matlock, Derbyshire DB4 5LE. 
Telephone: 0629 4995. Telex: 377482 Lowlec G. 
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NEW PRODUCTS NEW PRODUCTS NEW PRODUCT 




MISSION OF 
DESTRUCTION 



t:l:W l IMt:l t '!. l dJ 



Guide a crew of World 
War II submarine men 
through a dangerous mission 
into safety as the commander 
of the vessel 

In a war game simulation, the 
submarine commander is in 
charge of carrying out a mission 
seeking out enemy ships end 
destroying them. Frenzied 
attacks on merchant convoys 
have to he carried out too, but 
even these are not easy targets 
as they are often surrounded by 
an armed escort of naval vessels 

In the submarine itself are all 
the vital dials and pressure 
gauges found in a World War II 
submarine. There's a radar to 
track down the enemy's position 
so you can prepare your attack 
and a periscope to survey the 
scene above the waves after an 
attack. 

Sub Commander runs on both 
32K and 16K Pets and is available 
now from Barnsley based soft- 
ware firm Algray Software for 

£1395. 

FUGHT INTO 




WANTED: A UNIVERSE SAVIOUR 




Pilot a plane through the night 
sky armed with laser beams and 
a hold full of bombs. 

The object of Pegasus II is to 
defend your aircraft from an 
enemy force attacking you with 
four types of alien creatures and 
craft. At the same time you have 
to navigate your way along a 
hazardous route which contains 
objects and dangerous missile 
bases to blast at your vessel. 

Vou set the landscape by 
heightening mountains to fly 
aver There is a refuelling man 
oeuvre when your gas runs low, 
taking the plane through metal 
sensory satellites until you reach 
the redocking stage.' 

Pegasus II runs on the Apple 
with 48 K of memory. It was writ 
ten in the U.S. and has recentlv 
been brought over to this coun- 
try by S.B.D. Software and costs 
CI 7.95. 



SUPER INVASION 



Space Invaders on the ZX81 can 
be just as challenging as on Diner 
machines with more sophisti- 
cated graphics. 

This recent addition to the 
Essential Software Company's 
ZX81 games range emulates the 
classic Space Invaders format 
and runs in 8K. 

The player's task is to defend 
his own ship from scores of 
rapidly descending galactic crea- 



RREAK THE COLOUR CODE 



Pit your wits against the compu- 
ter in a test of mental agility to 
crack the computer-set code. 

The old favourite Mastermind 
has got another run for its 
money, this time on Commo 
dore's latest machine, the VIC-2Q- 
You either have the knack of 
playing this logical guessing 
game or not but if you do. you'll 
find it converts well to the VIC. 

You select between five and 
nine guesses at breaking the 
colour coded problem set by the 
computer. The code is made up 
of four variables and there are 
two columns on the right-hand 
side of the screen giving the 
clues to the accuracy of each 
guess. 



The letter "B ,r represents a 
black peg end tells you that you 
have got a guess with the right 
colour in the right place. "W" 
represents a white peg and 
means that you have got a guess 
in the right column but the 
wrong position. 

Points are scored at the end of 
the game depending on how 
many guesses it took. 

There is a reverse of this game 
out too, called Code maker. In 
that one you set the code for the 
computer to break. And in some 
cases,, man is better than 
machine. Both games <iru lrum 
Adda Computers VIC Centre in 
North Acton and cost £1195 
each. 




tures whose sole flim m life is to 
destroy you and take control of 
the Universe. 

The shoot button is the 0 or 1 
key on the board and the direc- 
tional control keys are the num 
bers 5 and 8. Altogether you get 
five laser base lives, so each time 
one of your lasers is destroyed it 
reduces your total power. 

If your laser base is wiped out 
quickly, the picture on the screen 
freezes for a second and then the 
game flicks back to the beginning 
for an automatic restart. 

If you lack a space invader 
game in your ZXB1 games library, 
now's the chance to rectify it. 
Copies are available from The 
Essential Software Company for 
C6.QQ each. 



VICTORY 



As electronic chess grows in 
popularity new games are being 
brought out at lower prices to 
give more enthusiasts a chance 
to tackle computerised oppo- 
nents. 

An addition to the Challenger 
range of games is Mini Sensory 
Chess Challenger. It s only 21 x 
11.5 x 5 cm in size, so it can 
easily find a resting place in the 
home or office. 

The sensory surface of the 
board means a keyboard is not 
needed When the pieces are 
pushed onto the heard the 
games memory takes aver. It 
recognises each chess piece 
when if s moved and stares 
away information of where Bach 
piece is placed. 

The capabilities of ihe mini 
game ere soon to be expanded 
with the introduction of plug-in 
modules. Scheduled far release 
are an advanced chess program, 
popular book openings and fam- 
ous chess games which players 
can try out lor themselves. 

The game is fairly hardy cam 
ing in a tough plastic casing and 
costs £54,95 from Computer 
Games distributors. It either 
runs off batteries {not supplied) 
or can be run off a mains trans- 
former. 



ELECTRONIC GAMES 



HOUR CARTRIDGE 
GAME 





T.V. GAME 



SEMI -PROG RAMMABlS 
< 4 Carn.dges ■ Mains 



^ 



FULLY PROGRAMMABLb 
CAfllflOGE T V CAME 
14 CZjtM ridges available 




ATARI 

T.V. 
GAME 



£59 



The ITlOBl popular T V Gum*; an 
i In? markel with a range of over 
4Q c*firidgea including SPACE £AC 



45 



SPACE INVADERS 
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CHESS COMPUTERS 




MANV 

ARE COVERED BY 
THE EXCLUSIVE 
>t LlCA SHOP 2 YEAH fj 



SPEAK & SPELL 

^> Normal Pr,«, C49 96 
_J' | WW REDUCED TO: 

£39 ■ SO VA1 

Teeth your :-ii «* id 
apali crape* ly tvith 
i -m unique leaning 
Hid Pi*i*y euromeiH: 
ICMiMtt and Scar inn 
Addi I mm! ward 
modules available id 

ecrene me lange 
words 

HAND HELD GAMES 

EARTH INVADERS 




We carry a range of over 15 
fjifferenl Chess computers: 

Electronic CHess £29 -9b 

Ch#w Traveller i 39 95 

Chess Challenger 7 £73.00 

Sensory 8 fllS OO 

Sensory Voice £259 00 
SKCMJ Qff£f*S 
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ADDING MACHINE 
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Normal "rice fS7 21 
MOW fi 6 DUC ED TO 

T 4.a£aL ■ 

VAT 

Jim ul difiili DBDflr' 

kin najad to bur aajiannya 
inarma! pap** ' 
► an km |.*i«in PKiN r tK 

CALOJLAtOK 2 l.run paf 
JaiiVill. 10 da}*, capacity 
ll»l ngirtill ad til ftp 
mocrwnt- 'oili hwri n* 
m*nii upaf acud 

Ski Wi3W 



TELETEXT SSSJ. «» 




THE RAD0FIN TFLETEXT ADO ON 
ADAPTOR 
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24 TUNE 
ELECTRONIC DOOR 
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BELL 



Normal Price 1 1 9 ?0 
NOW REDUCED TO 



£12.70 



mc VAT 
Plays 24 0itt«jreiai iu«i*i 
with 6*p6rslrr bh Bad 
eonirot and volume 
control Select (he mou 
WP'fpr lu"H? Irjr ypur 
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MATTEL T.V. GAME 
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THE OLYMPIA — POST OFFICE APPROVED 

TELEPHONE ANSWERING MACHINE 

WITH REMOTE CALL-IN SLEEPER 

Trim mlopho«e tntweung mating i> manotaclu'ed by 
laraesl Olfice Equipment mwinurljiclurers in the U K It'll 
aawwai and record manages lor 24 hauri a day With yo 
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LOOKING at computer errors 
reinforces a sense of human 
superiority. In the chess field it 
is also of value to those develop- 
ing their own programs. 

It is certainly not unknown for 
a program to lose by attempting 
to make an illegal move, such as 
a Pawn's Initial "double" move 
when the intervening square is 
not empty! 

A particularly bad case of an 
illegal move occurred in the first 
European Computer Chess 
Championship which was 
played in Amsterdam in August 
1976. In the second round, 
Orwell reached position {A) 
against Tell. 

Orwell (White), to move, next 
advanced the Queen's Bishop 
Pawn to the eighth rank and 
obviously has a trivial win. 
Unfortunately Orwell neglected 
to make any pronouncement 
about the promotion, i.e, 
whether the Pawn should be 
changed to a Queen or some 
other piece. Strictly, the arbiter 
David Levy Can international 
chess master) should now have 
forfeited White on the grounds 
that it could not play a legal 
game. Orwell went on to win. 

The sequel does, in fact, sup- 
port Levy's ruling. It is clear that 
Orwell did not regard the offend- 
ing Pawns as promoted to 
Queens and, perhaps more sur- 
prisingly, Tell obviously did not 
eitherl 

Since 1970, the Association for 
Computing Machinery {ACM) 
has sponsored an annual United 
States (later North American) 
championship. In the first of the 
series, played in New York in 
1970, the following game was 
played between Tony Mars- 
lands program (White) and J. Biit 
(a program written by U.S. mas- 
ter Hans Berliner — the name 
stood for Just Because It Is 
There). 

L P-QB4, N-KB3; 2. P-Q4, P-K3; 3, 
Q-Q3? (developing the Queen 
much too early), N-B3; 4. N-KB3, 
P-Q4; 5. N-K5? (unnecessarily 
moving the same piece twice at 
an early stage* and losing a 



a 



In last month's article I gave exam- 
ples of two appalling blunders made 
by the program named Albatross in 
last year's first world microcomputer 
championship. This month I am 
returning to the topic of errors: major 
and minor, straightforward and sub- 
tle. 

At first glance, it might seem sur- 
prising that a computer — a 
supremely logical device — could 
ever make errors in a non-chance 
game such as chess. However; this 
is far from true. 
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Pawn), PXP; 6. QXP (B4L B-NSch 

(6 QXP wins a Pawn at 

once); 7. B-Q2, BXBch; 8. KXB? 
•:the worst move, losing a piece 
for no reason), NXN; 9, Q-B5? 
(again, the worst move, losing 
the Queen), N-KSch; 10, Resigns! 
After lO.^.NXQ all White's 
developed pieces would have 
been captured. The explanation 
of this weird game is probably a 
programming bug which caused 
the program to prefer positions 
where it was as far behind in 
material as possible! 

Position {B) was reached a year 
later at the second U.S. champ- 
ionship in Chicago. C.C.C.P. 
(White) has completely out- 
played David (Black) and has a 
simple win. but it had not been 
taught to avoid repetition. 
l.R-Nlch, K-R4; 2. R-BSch, K-R3; 
3. R B6ch, K-R4; 4. R-B5ch r K-R3; 
5. R-B6ch. K-R4; 6. R-B5ch and 



Black was able to claim a draw. 

More difficult to avoid is (C) 
Kaissa v. Chaos, first computer 
championship, Stockholm, 1974. 

Here Black should probably 
castle queen-side, with good 
chances. However, the program 
gave high value to positions 
where the King was surrounded 
by its own men "for safety". In 
this case, this objective led Black 
to fatally weaken his position by 
1 . . . . K-Q2? a misapplication of 
a perfectly reasonable rule after 
which Black may well be lost. 

The last example (D) is a 
famous one. which could onjy 
have been played by computer. 
For seven moves. White has a 
mate in one, but is in no hurry to 
play it. A mate in two is almost as 
good, and so the checkmating 
move is continually postponed. 
Black meanwhile manages to 
advance a Pawn, promote it and 
eventually even wins the game. 
Played at the second U.S. 
championship; Coko III (White) v 
Genie (Black). 

White can, of course, check- 
mate by Q-N2 and the same 
comment applies for the next six 
moves. However, the game con- 
tinued: 

LK-B1, P-KB4; 2. K-B2, P-B5; 3. 
K~B1, P-N5; 4. K-B2, P-B6; 5. K-Bl, 
PXP; 6. K-B2, PXR=Q; 

Inexplicably, White now 
makes a more serious blunder. 
The remainder of the game is 
horrible. 

7, K-Bl?? QXBch; 8. K-Q2, QXPch; 
9, K-Bl, Q-N8ch; 10. K-B2, 
QXP(R7)ch; 11. K-Bl, Q-R8ch; 12. 
K-B2, Q-QN8ch; 13. K-Q2, P-N6; 
14. Q-B4ch, Q-N6; 15. QXQch, 
KXQ; 

White is now lost, but should 
at least play K-K2 to stop Black's 
Pawn. 

16, P4C4?, KXP; 17. P-K5, P-N7; 18. 
Resigns, 

Is it better to "maintain'' a 
threat or to execute it immedi- 
ately? There is no simple ans- 
wer; it depends entirely on the 
position. 

I shall return to this problem 
next month when I consider the 
so-called "horizon effect". 



INGENIOUS 
Genie I 

All the features of the EG3O03 system | 
plus: * Machine Language Monitor 
* Fitted Sound * Renumber Command 
" Full Lower Case * Screen Print 

t6K 



Genie II 



Acorn Ato: 

Special features include 
*FULL SIZED KEYBOARD 
* ASSEMBLER AND BASIC 
•HIGH RESOLUTION COLOUR 
GRAPHICS 



from: 



£120 



i VAT 



TANTEL 

'PRESTEL' 
adaptor 

Converts any black 
and white or 
colour T.V. 
for PRESTEL' 
reception. 

£170 VAT 



Printers 

EPSON MX80 
EPSON MX100 

ANADEX 
PAPER TIGER 
T.E.C. 

SCRIPTA 
MICRO LINE 80 



The most compact SO column 
impact graphic dot 
printer available 

at a very compact price 

seikosha 

GP80 



printer 

£195 



1 VAT 



OK — ? 1 

'El 



EG3023 

Special adaptor to 
allow connection of 
TRS80 to GENIE 
periferals 

EG3014 

GENIE low cost 16K 
expander 



The Microcomputer 
Offering all the advantages of the 
Genie I system, with the benefit 
of advanced design for the 
professional user, 

* 4 Defineable Function Keys 

* Fuii Upper & Lower Case 
Terminal Routines 

* Facility to upload & Download 

* Screen Print 

* Includes T. V. Modulator 




The Second Generation 
Personal Computer 

Highest performance 
: 7c*» n lowestprice 

• Multiple Resolution Graphic* 

* Split screen modes 



UM 



DAI 

£595 



- VAT 



RIBBONS 
for most 
printers 

LABELS 



LATEST 
JECOWD 

- HAND 
PRICES 
Ring:0225 
334659 



29 Belvedere, Lansdown Road, Bath. 
Telephone: (0225) 334659. 
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THE bid to produce a microcom- 
puter able to play a respectable 
game of bridge has proved an 
uphill task. The fact that a game 
of bridge is split into two parts, 
bidding and playing a hand, 
poses the programmer very dif- 
ferent problems from the game of 
chess. 

The first commercial attempt 
available in this country was 
Fidelity Electronics' Bridge Chal- 
lenger, marketed over here by 
Computer Games. 

Playing a simple bidding sys- 
tem , the Mark I machine (origi- 
nally selling at just under £300 
before being superseded by 
Mark II) was a very good first 
attempt at the problem. Consid- 
ering the man-years (man- 
centuries?) that had been put 
into chess-playing machines, a 
lot had been achieved for bridge 
in a very short time. 

The Bridge Challenger had a 
lot of interesting features. It 
could play one, two, thiee or four 
of the hands (with humans mak- 
ing up the numbers) and was 
completely ethical — in other 
words if it happened to know 
both the East and West cards on 
a particular deal it would only 
attempt to solve the problems 
that it was set (in both bidding 



BY 



and play) with the information 
that it knew legitimately. 

There were a number of 
optional features that could be 
included in the bidding system 
used (weak or strong no-trump, 
five-card majors and so on) that 
made the system usable on both 
sides of the Atlantic where bid- 
ding methods vary considerably. 
Hands could be dealt with a spe- 
cial pack of magnetized cards 
and read into the machine with- 
out the human players seeing 
their faces, hands could be 
replayed and so on. 

This was all very satisfactory 
but by no stretch of the imagina- 
tion did the quality of the bid 
ding and play live up to good 
human standard. Although there 
were one or two enlightened 
reviews the majority of bridge 
correspondents tended to sneer 
at the machine's sheer lack of 
bridge ability. 

As an exercise, the computer 
was set to work to compete in 
'Bidding Challenge", a monthly 
competition run by Bridge 
Magazine between the current 
holders and the new challen- 
gers. It achieved (somewhat luc- 
kily) a score of 47 out of a poss- 



ible 100 with its human oppo- 
nents collecting an average 
expert score of about 90. 

There were noticeable weak- 
nesses in the play as well as the 
bidding and players muttered 
about the time taken to input a 
hand, either by reading the 
cards or by using the keyboard. 
To a large extent these difficul- 
ties have been overcome by 
Mark II. The bidding and play 
have improved and there are a 
lu r •:.]<.• number of pre-dealt hands 
that can be generated with only 
a few key depressions — obvi- 
ously a good idea. 

In my next article I will give 
one or two examples of how 
Bridge Challenger copes in prac- 
tice. Furthermore, it has a new 
rival on the market — 
Bridgemaster. A short challenge 
match between the two 
machines should prove reveal- 
ing . . . 

A new idea, shortly to be 
released, is for a visual form of 
the old Auto-Bridge. This is not a 
playing machine, bul earn ply a 
tape or two for a particularly 
well-known home computer that 
tests your expertise in both bid- 
ding and play. And the graphics 
really are rather fun — in glori- 
ous technicolour. 



FOR SO LONG, A BRIDGE TOO FAR 



The social side oi Bridge has encour- 
aged a vast following but not the 
computerisation which chess players 
have craved. 

In Britain, far more people play 
bridge, even if only occasionally, than 
play football or cricket and it is even 
more popular in the U.S. 

I first played around with a compu- 
ter to play bridge in 1959, but it was a 
massive water-cooled Mercury and 
results were long and slow in coming. 

In the 60s the problems of yetting a 
machine to play a lull game seemed 
intractable but computers were 
developed as a short cut to cope with 
the scoring problems involved in big 
simultaneous pairs events, played at 
perhaps 200 centres and where all 
players tackled the same 24 hands. 

h involved some complications in 



those early days which I will repeat to 
show how lucky we are to have mic- 
rocomputers around loday. 

I played in the very first on-line 
scored tournament in Ostend in 1964. 
An IBM machine, special score cards 
and magnetic pencils were used. 

Each scorer marked the card in a 
Special way and the cards subse- 
quently read directly by a card reader, 
Theory? Excellent? In practice? Disas- 
ter? Bridge players, who traditionally 
never listen to any instructions that 
they are given, managed to strike out 
the wrong digits on about one card in 
two. The eventual manual checking 
and repair work needed to get every- 
thing right took about four limes as 
long as if the event had been scored 
manually from the word go. 

The next idea came from Australia. 



To prevent people losing their nice 
magnetic recording pencils and using 
any stray pen that came to hand, the 
score-cards were conventional punch 
cards but with ready made perfora- 
tions around any digit that might need 
to be punched. The Idea was thai any 
implemenl could be used to poke out 
the hole on the card and so register a 
score that could be read directly 

A big improvement, yes, but play- 
ers slid tended to continue their 
post-mortems of their most recent 
disaster and pay insufficient attention 
to the task in hand. Extra holes were 
absent-mindedly included — it is 
great lun pushing out a perforated 
hole with a pen — and the computer 
found it remarkably difficult to score a 
contract oi 23 hearts, making 18 tricks 
— hardly surprising. 
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There's a spark of genius behind 
the new arcade game which is 
taking America by storm, 

Titled Qix land pronounced 
kicks}, the most remarkable thing 
about this new game is that it is 
not tied to any theme. It is a 
strategic game, pure and simple, 
with no compromising to make 
the player think he's saving the 
Earth or competing in a Grand 
Prix, 

The only thing you are battling 
in Qix is electricity It is a game of 
line drawing, snatching space 
across Ehe machine while avoid 
mg the many hazards. 

To begin with, the screen con- 
sists only of four borders dawn 
which travel two "Sparx". The 

CHOPPERS 
AND TANKS 
FOR TWO 

The odds are really stacked 
against the defender in Armour 
Attack. 

Panzers are prowling the 
streets, helicopters hover 
dangerously overhead and your 
jeep is the only thing that stands 
between the town and the occu- 
pation force. 

Tanks are an increasingly 
common inhabitant of our arcade 
machines. While Armour Attack 
does not compare visually with 
the excitement of Battle Zone, it 
does offer plenty of scope for 
round the houses manoeuvring 
and encourages guerilla hit-and- 
run tactics from the defender 

The ieep can make quite a 
dent in the hardware which is 
trundling through the streets. 

The game lends itself to the 
two player mode with a second 
ieep appearing and allowing the 
players to join forces to defend 
the town Individual and team 
scores are kept in this case 



A SPARK OF GENIUS 



player is in charge of a marker at 
the bottom of the screen and to 
escape the Sparx he must draw a 
line upwards into the screen. 

The problem is that while 
drawing, the marker is vulnerable 
to the Qix a large brightly col 
oured, randomly travelling spark. 
If you hesitate in mid-line, you 
run into the third villain of the 
piece — the Fuse. A box which is 
too long being completed will 
mean the Fuse is lit at the place 
where the marker left the estab- 
lished lines and rushes up to 
destroy the hesitating marker. 

Those are the hazards, now for 



the aims. In Qix you have to fill in 
as much of the screen as you can 
before one of the hazards does 
for you, 75% of the screen filled, 
results m a new screen to tackle. 

You can either drew in fast 
mode or risk the slow mode for 
double points. 

Gradually small boxes fill the 
screen with tiny lines to dodge 
the sparx on and next step is a 
desperate dash to the side to 
complete a space capturing box. 

Just as the player feels he is 
getting on top of the Sparx, they 
multiply and become more 
dangerous and aggressive. 




Tanks must be hit twice to be 
completely destroyed The first 
hit from the jeep merely 
immobilising the enemy and 
scores 2Q points for the player, A 
second hit destroys the turret 
and is worth an additional 30 
points, 

For each helicopter destroyed 
the player gets a bonus of 10 
points on every tank he finishes 
off. And after five helicopters are 
shot down the player receives an 
extra jeep. 



As the game progresses the 
tanks and helicopters get faster 
and become more difficult to pick 
off. 

A good tactical game but 
ignore the manufacturer's claims 
of "unprecedented realism" 




There is one final danger of a 
careless player's own making 
This is known as the spiral death 
trap and is caused by a player 
cutting in on himself too soon 
at the first hint of a wrong turn- 
ing, the Fuse is ht and ready to 
chase the offender down. 

Each player will develop his 
own ideas on strategy and this 
will be mirrored in the type of 
space-filling designs he pro- 
duces This is a basic outline of 
the game — we will do more on 
tactics in a future issue 

U.S. successes are not guaran- 
teed to do well with British play- 
ers _ but there is a strong lobby 
predicting that Qix will catch on 
like lightning over here. 

SHUTTLING 
OFF THIS 
MORTAL COIL 

A small step for man turns into a 
journey not to be contemplated 
in Moon Shuttle 

If conquest of space was this 
tough, Americas shuttle wouirl 
be put back under wraps 
immediately. The main trouble m 
this game is that the Prince of 
Darkness has set up his forces 
between you arid The moor with 
the sworn aim of preventing any 
one reaching there Hr is helped 
in this by a meteorite storm 
which travels across the screen 
and has to be crossed by your 
craft. 

Blasting a pathway though the 
meteorites is only the start of 
your problems, though, as the 
Prince of Darkness troops, con 
sistmg of such horrors as. Blob 
Men, Men-O-War and Bomb 
Launchers, do their best to keep 
the moon uninhabited. 

Good colourful graphics but 
the Apollo mission never had it 
this tough. 
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YOU CAN'T 
KEEP A GOOD 
FROG DOWN 

A frog is back in thg arcade news 
in one of the strangest game 
concepts currently going the 
rounds. 

Frog and Spiders puts the 
player in the amphibious title role 
in a real tangled web of wildlife 
drama 

The t'og develops from a tad- 
pole quickly to take up position 
at the bottom of the screen while 
spiders weave a massive web 
above him. Using the fire button 
the frog must shoot down the 
spiders, once to knock them 
down, twice to kill them. The 
spiders fire back, naturally, but a 
bigger danger is the snake who 
slithers out along the bottom of 
the screen and will bite I he frog 
unless the creature can jump 
over him. 

But don't hop into a bee on 
your way up as this also spells 
disaster On these jumps you can 
earn bonus points for eating a 
spider. More points can be 
gained on these aerial excur- 
sions, by dislodging dragonflies 
and butterflies caught in the 
spider's web. 

But there is a 100 point pen- 
alty if you hit a butterfly or 
dragonfly by mistake, 

A pesky squirrel adds to the 
action by appearing on a bough 
above the web and sending 
down an acorn bomb to further 
confuse proceedings. 

A control lever, fire button and 
lump action are the only controls 
you have to master but working 
Dut the game itself is a real test. 

It's a revelation to discover 
just what is going on in your local 
lilypond. 




BUTTONS GALORE 



Many an arcade player has writ- 
ten off Defender as requiring one 
more hand than the usual human 
complement. 

Its awesome array of buttons 
and deadly collection of six alien 
craft seem to defy mastery. And 




DEFENCE IS THE KEY 



Newcomers to Defender do not 
realise how apt the title is, for 
unless you protect the 
humanoids who inhabit the 
planets surface, your own 
demise follows swiftly 

When the last of the 10 
humanoids you must protect, ii 
taken to the rp of the screen by 
a Lander craft, the screen gives 
a definite shudder and the entire 
alien attack wave descends on 
you at once — even the best 
Defender players soon lose lives 
in this situation. 

Each batch of humanoids must 
be protected for four attack 
waves before another 10 are 
placed in your care and they ere 
worth much more to the player 
than mere bonuses 

The six alien craft that inhabit 
trie Defender machine are, in 
reality, only four. The fast and 
deadly Mutants are Landers that 
have fulfilled their mission of 
taking a kidnapped humanoid to 
the top of the screen. 

The Swarmers are the 
remnants of an exploded Pod, 
Bombers, which with Landers, 
make up the bulk of any screen's 
attack force, seed space with 
small bombs which can be 
unwittingly Mown into, 

And finally Briters, the seem- 
ingly unshakable green U.F.O.s, 
whose main purpose is to keep 
the player on the move. Any 
dallying and one of these horrors 



will be despatched to prompt the 
player to speed up. 

In Defender some of the 
action takes place oH-screen on 
the radar area, Many players 
mis-use this feature as a way of 
lining up their next alien victim, 
it should be used to keep a 
check an any Lander trying to 
smuggle a man oft Hi e surface. 

Three smart bombs are given 
to the player at the start of the 
game and one more, plus one 
more life, is added with every 
ID ,000 points scored. 

These should be saved, if 
possible, until the beginning of 
the third wave, then the high 
scar inn Pods are waiting in 
force and all can be destroyed 
complete with their Swarming 
cargo by one bomb. Note: if only 
one Pod is on the screen when 
the bomb is detonated its Swar- 
mers will be released. 

Hyperspace is seldom used as 
it is very hard to find in a panic 
But if you do use it and find 
yourself materialising in a situa- 
tion just as deadly as the one 
you just escaped from, it is poss- 
ible to press the button again 
before you have fully material- 
ised. 

Humanoids being lifted off the 
planet's surface should be the 
prime consi deration. If the kid- 
napping Lander is shot before he 
gets too high, the man falls 
safely back lo earth- 



yet those who have persevered 
with Defender are the most 
devoted of players, swearing by 
the game as the most complete 
and satisfying tactically 

All this may sound like heresy 
to those of us who spent a small 
fortune on the game and came 
away short-changed on time and 
none the wiser on its winning 
ways. 

The fact is Defender does not 
tolerate learners easily. While 
space invaders could be played 
and enjoyed without an under- 
standing of the tactics, Defender 
comes across as a blurr of action, 
culminating in unavoidable death 
at the hands of a whole collec- 
tion of seemingly better- 
equipped alien craft. 

Followers of the game have 
already given this column a taste 
of their fervour with many 
requests to feature the game in 
the "Tips" section. 

The most interesting "bug" 
we have been told about on the 
machine, comes courtesy of M 
Mealey who claims; 

When you shoot a Lander and 
rescue the humanoid under your 
ship, it is not always necessary 
to put him down You can con- 
tinue saving and storing the men 
under the ship until you have six 
or seven under there This will 
produce some interesting effects 
when all six are put on the 
ground . . . like some men 
appearing at the top of the 
screen, making Briters {the fast 
green U.F.O.s) disappear and hav 
ing the effect of "h\ m - i< ! . 
your craft and other things on 
the screen. 

STREET TALK 

Perhaps it is a sign of the 
concentration needed to play 
Defender that very few sayings 
connected with the game were 
brought to our attention. 

The only two we overheard 
were : 

• One to hang onto — referring 
to the all important last 
humanoid who can be collected 
under the craft to prevent his 
being grabbed by the Landers 

• Mountain hugging — the tac- 
tic of flying low just above the 
horizon to blast Landers before 
they take captives too high. 
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SPEED RACE RUNS ON A TEXAS 



INSTRUMENTS 99/4 





WRITTEN M T.I. EXTENDED 



BASK by Stephen Shaw 




'ear. 

G 3 ga^fo se^Vbui fhag . A It hou g h 
youita^ry program 94or almost' every 
tytfp gf comfjfetiticm, you missed the 
Til. 99-4, now selling faster than T.I. 
can import it. Sales will shoot up 
when the modified 99, 4a get in — so 
watch tar it. £ 

To rectify your omission I enclose 
a sample program written in T.I. 
extended Basic. This makes use ol 
Sprites, smoothly moving charac- 
ters, ..to imitate the Sega game 
Monaco G.P. 



PROGRAM DOCUMENTATION 



Up to line 120 sets direction ot other 
cars. 

Lines 130-140 define special charac- 
ters: 

CHAR 100 is the cars, 110 is the 
road edge, 105 the crash barriers. 
CALL SPRITE initiates the sprites, 
with sprite number. character code, 
colour, initial positions and initial 
velocities. 

Sprites 6 upwards are the crash bar- 
riers. 

Line 333 sets the colour of the road, 
drawn in line 332. 

Line 325 sets the colour of the road, 
edge, drawn in line 334. also defined 
in line 334. 



es 340-360 irjHiate the four oppo- 
nent cars/ 370; initiates yaur car* 
Your car -is s/attonary, as are the 
others, at thitf stage - 
The core of the program is 390-520* 
CALLCQINC, dotted around, discov- 
ers if two sprites are overlapping at 
that exact instant* II they are, you go 
to the crash routine horn line 900. 
470 increments the timer Sr distance, 
490 causes the opponents' cars to 
weave from side to side at specif] 
cally timed intervals. 500 makes 
them move. 

440 moves your car left & right if 
arrow keys are pressed — movement 
continues until 420 is tear hod again 
internal timing is such as to natur- 
ally stop car just on road on left and 
on hard shoulder on right. 
To cheat, crash your way to the right 
hand side of the screen and stay 
there! 

910 stops all motion while crash cal- 
culations take place. 
930 invokes penalty. 
932' 933 will bring game to end alter 
15 crashes ol 200 time units — but 
note this section is only reached 
alter a crash! 

935 and 936 restore original condi- 
tions re> opponent car movement. 
940-960 put opponents back in place 
VARIABLES 

V- The ASCII Code ol key pressed. 

CT AND X- Counters 

Speed Relative speed 

T« Elapsed time 

S- Distance 

Crash- Crash counter 

M- Direction 
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10 CALL CLEAR 

20 PRINT " SPEEDRRCE"? "COPYRIGHT 
1931' H : n BY STEPHEN SHW"! "iQ>RL$T 
ONE ROAD? STOCKPORT " ' "CHESHIRE 
S K 4 5RH" 5 = i 

30 PRINT " USE S & D TO MOVE " : "L 
EFT & RIGHT"?" " : "USE KEYS 1? 

£*3?&4 TD" * "SELECT GEAR" 
40 PRINT "TIME & DISTANCE ARE " : 
'DISPLAYED. "I "DISTANCE SUFFERS I 

50 ' PRINT ""PRESS ANY KEY TO CONTI 
NUE 

60 CALL KEY iCuU ? Mj 

70 IF Hit THEN 60 

30 CALL SCREEN 1:2) 

90 FOR X=i TO 100 NEXT X 

f nfi C°LL CLERR 

110 CALL MAGNIFY (3) 

2 v ; I AIl CHAR US©? "96FE6H3S33BAF 

CT" E- ■ 1 "j 

SA5H5A5R5R5A5 



.35 CALL CHAR ' 1 lO 



- Z j CALL CHAR ( 1 OS r " FFUUO 0 0 0 0 OOP 0 

150 CALL SCREEN [4) 

160 CALL SPRITE KJt6 ? 1 10? 13? 60. 1 7 y 

0 ? O ) 

1 70 _ CALL SPRITE \U7 ? 105? 13? 75? 17? 

180 CALL SPRITE (88* 105- IS, 70? SO? 

19€f CALL SPRITE (39? 1 10? 1 3 ? 65 ? 1 > 9 

200 CALL SPR I TE Ctt 1 0 ? 1 05 ? 1 3 ? 60 - 1 7 

210 ? CALL SPRITE OBI 1? 105? 13. 55? 30 

220* CALL SPRITE (£12? 105? 13? 50? 1? 
Q ff -, 1 3 "s 

2 50 CALL "SPR I TE ( 3 1 3 ? 1 05 ? 1 3 ? 45 ? 1 7 
24o'cALL SPRITE i814? 105? 13? 40? 30 

250' CALL SPRITE (IMS? 105? 13? 35? 14 
f, , 96 ? 0 '• 

260 _ CALL SPRITE (nit - 10? < I 3- SO? I 5 
270 U CALL SPRITE 0E17? 110* i&> 75? 17 

F, j MM , 0 t 

Z 30 . CALL SPRITE (SIS? 105? 13? 70- 14 

290 C SlL SPRITE (it 19? 105 ? 13? 33? 15 

7? 90? 0 ) 

300 CALL SPR I TE ( 820 ? 1 05 - 1 i ? 6U ? 1 = 

310 CALL SPRITE (821 ? 105? 13>55> 14 
5 ? 90 9 0 ) 

320 CALL ::PRITE(822? 105? 13. 5U? 15 



"-"CALL COLOR 0!:? 3? 45 

3;.C_CALL SPRITE (ft 23, 110? 1:3? 45? 

I32~CRLL VCHAR C i ? 3? 140? 216? 
ALL COLOR 1 i 4 ? 1 2 ? 1 2 i 
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."■-O vMLL L-LILUK 1 «-+ ? 1 jL ? J. .' 

33<= ! " ; AL L UCHAR U ? 7 ? 95 ? 24 1 : : CALL" 1 
l.i^hAR >' 1 - 17? 95? 24) : S CALL CHAR (9' 



3 4 0""' FOR'" CT = 1 " TO 4" 

350 CALL SPR I TE kUC J ? 1 00 ? CT+6 ? 0T*+ 
47—4^3 3$-^CTH3 ? ? u 1 
360 NEXT CT 

370 CALL SPR I TE i 85 ? 1 00 - 16? 1 6 0 ♦ 74 

3 6 0 R E M * ?+i 

400 CALL SOUND ( - 1 000 ? -2 ? 30-7*SPE 
ED j 

410 CALL COINC 1 ALL?DJ : ! IF D <0 T 
HEN GD-SU B 900 

420 CALL KEY ( 0 ? A ? B ) < ' IF R=hSC r " 
$*' ) THEN CALL MOT I ON t. 85 ? 0 ? - 1 0 1 
430 IF A = ASCr'0":iTHEN CALL HOT ID 
N 1 £5? 0? 10' 

440 IF A <30 THEN CALL MOTION 185? 

q P n '1 

450 CALL COINC 1: ALL? DJ : : IF 0 -:0 T 
HEN G03UE 900 

460 IF A 4 6 AND A <53 THEN SFEED* 

461 ' CALL COINC ( ALL? D ) 2 ' IF D O T 
HEN GOTO 521 

470 t=t+1 S-S+6*SPEED DISR 
LAY AT 1 1 0 ? 1 3 ) S I IE (1 0 3 : ST EI i S . 

" : : :-"~'TP'i I' T 'I * 

430""CALL COINC CALL? 03 * ' IF D CO T 
HEN GOTO 521 

49"i IF T-- y 5= I NT i T/5.J THEN M=-M 
F.no CALL MOT I ON £81 ? S PEE 0*40 ? M^S - 
52- SPEED'^40? KM 5, 83? SPEED-"40? r--= - 
84? SPEED*40? M^5) 

501 CALL COINC r ALL* D) : ! IF D C T 
HEN ODSUE 900 
520 GOTO 400 
Ft 21 -OS 03 9i_i0 
522 GOT G 400 

9Qp OALL SOIJND J . -900 -■ -6? 0 1 

9 1 0 CALL MOT I ON 181 * 0 ? 0? 82 ? 0* , 83 

, O ? 0? 84 ? 0 ? '0 ' 85 .■■ 0 0 ) 

92C SPEED=1 3 



-- — r _ C 



l 



9:*il IF S <0 THEN " =0 
9 32 CRRSH=CRR3Hi-l 

5 S3 Ih l:RASH=15 Dk f> 200 THEN 00 
TO 2000 
933 M=+l 

93S T=T- C 5?r 3 T---"5^I NT ( T.- '5 3 1 " 
940 FOR CT=1 TO 4 

950 CALL SPR I TE 1 # CT ? 1 00 ? DT^S ■> L N 

47-ir - 3 '-i— CTM8? 0? 0) 

9c 0 NEXT CT 

933 SFEE3=0 

970 RETURN 

2000 UHLL CLEhR 

2010 PRINT "YOU HAUE ~^ AO EL LED A 

"* "A DISTANCE OF "5S 
2020 PRINT " AND HAD " ? CRASH : " CR 

|Zj.-.j_jjr-r- 1 u 

2030 I F S:: 500 THEN PRINT :, YD0 AR 

E NOT A BAD DRIVER*' 

2040 IF S-::100 THEN PRINT " YDU SH 

□ OLD NOT BE ON THE 1 ' S "ROAD " 

2030 PRINT "TO TRY AGAIN? ENTER " 

RUN - 

2060 ENl 




BY STAN OCKERS 
RUNS ON AN A 



no i have "iventea , c hal- 

g ame. Simple - P^YV^ 

ff^U°<T£Sri problem 
Sis well suited to the com- 

P The object of the 
toTpStlern oi hearts, su, 
h^Jdifferentgxoupsoihearto 

Choosing a heart a! bw. 

r , ' — 1« reverse an nearis 
of an edge win rev« 

along •S^'SK all 

J re ,his puzzle without losing 
«v hair A higher challenge is 
T Y Jv e it in the tewest moves 
t0 solve it ln . u d i y , this 

You wish to return ,to the stortm? 
position, press the letter 
Unitialise). This will cost you 
turn, however. y t , ot 

You can save yourseii u 
tvnina from omitting the .nstruc- 
Slines 1000-tHO).anddelet- 

^Or^ntores, to programmers ' 
Jh be the extensive use 
brings to hold integer 
SS There are ■ 

?SJ rSe^-r in a 
reauires much less mem- 
nl v Than a number (two bytes 
oiy than v en) . The num- 
compared to «« ^ d easily 

^;; a string splitting 
using ^lai 1 * 
convention^ line ^ 

tul tor comp » Notice how 
of numbers at once. N ^ 

in Unes So and 260. The 
Ambers' are entered into strings 
as control graphics. ; 

factors S £ NOT show 
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• 4his listing. To enter these 
up ,„ \his hsting ^ con . 

SP 1 C Ll down wh Ue typing the 
-enters and the com- 

ma Line e S W p $ should Icontain 
AB L rB 4 CEF G VDG,,BDEFHCn. 

in their PRINT statement 

tD Un W e S 410: QRWRWRE 
Line 420: ARSRSRD 
L „e 430: ARSRSRD 
Line 440: ZHXBXRC 
In lines 1000 and 1010. there 
u uHL two control commas 

tnean uw* 

T" .fe oPen parenthesis 
after the open v 

*. « T d on. ,« 

reverse viaeu, ««■ . 
word "light" in lines 220 ana 

1010. 

PROGRAM EXPLANATION 

Lines 10-40: The keyboard » 
opened for input to 9^^ 3 
without requiring a Hf™*- 
Various string, are £t«gA 

m cn- Till* The hearts 

Tines 50-60- uue l " 4 

75 Li„es 170-180. Initialise game 
The board is printed along 
withthe initial hear, conf.gura- 

* i0 Line 190-270: Main loop of 
„ Gets player selection, 
&1ofXt3 move, flashes 

™7odi ate group and comple- 
appropiiaie U r p 




Lines 300-310: Advises ot a los- 
1S» Acknowledges a 
„ in sma il demonstration, asks 
TrepeaTwanted. The POKE, into 
708 P a" another way to change 
colours (colour 

P ° ffiS nfe"arla^wand 
column" The POKE into 76 clears 

,h t laS * ^OO b 4 Y 50 e " Subroutine to 
Lines 40U-4SU . qq 
print the board. The SETCOLOK 
4.2.8 is necessary so the back 
ground hearts £ H£P h ^£. 

\ d0a t \ colour a U s the back- 
the same co low a Q 

Ks tS iSI hearts espe- 

?l^crKto p Tv 

mKE tato 752 blanks the cursor. 
Ltoes 500^550: Subroutine to 
.Ttr*Von the board. Flag F 
P ^no°s °he configuration 

SiXd as described under var, 

^Unes 600-620: Subroutine 
gnashes hearts in a 

complements these hearts. 

Unes 700-730: Delay sub- 
routine used during 
nnd in winning and losing 
Routine*. Delay determined by 

W Lines" 1 800 85ft A subroutine 
which operates on « (FW^ 
oositions determined by tne 
dumber N. Hearts ma, J- 
printed, erased or corn 
plemented depending on the 

na L 9 ine900-. Subroutine to ^trieve 
screen positions from string r». 
5 Une 1000-lUO: Instructions 



POKE 744,253*? ,MPrt» any W\ 
IF PEEK 17641 -253 THE* 740 
770 RETURN 

BtU+HlilF N"0 THEM B50 

eic sobub 9001IF fo thew ? t*r " i 

B20 IF F-2 THEN ? Ul HI W, M I 
B30 SET U.H1F F-3 «*» W* ™N POS 
IT10N tt|M|i»<M>"W 
B40 IF F>3 «4B M28 THE! fUBniO* M 

950 KIT I iMMi RETURN 




10 DIM NUB) 1 6M45^BtH) l 3)Mn,Him i 
( F*<9},L*miSt<*),M*miOPEM, 11,4,0, 

20 Dt 3 CHR* lltWl B*=CHR* 4 1 26* i FOR W-1 

Mg**** •»N*V12N3o7 
89" 

40 St*' 

50 GRAPHICS 2j POSITION 2,5i? HfCIWIlS 
]N& HEARTS "i FOR 1*3 TO iiSETCOUW 0,1, 
4t5QUHI> 0,fi«DtOU40+lO,iO,B 
55 60SUB TlOiPOKl 75± r 22*>S0UND 0,ANH 
0}MO*lO,lO,BiBOSUB 7lOiP0KE 736, 224 iN 
EH IiSOLWB 0,0,0,0 

40 POKE 752, IP i? ,"H«d Induction* 
I Y or H r»GET IJ.KilF K*B 

9 THE! 60SUB 1000 
170 T=C 

iBO HI*StiBOSUB 400iF=2s6DSlB 500 
190 T*T*I 

200 * CHJMm25)|Murn • "|tlt P Pj^ * 
nuiutr 

210 SET tl,KiN*M8iIF H-29 THEN 180 
213 IF Ml N Dl THEN 210 
220 MB 9001 BIT 16, Hi IF H-ltO THEN 
CHRK1251>? i? "You "¥ only pi tit li* 
ht Nirtt/lGOBUB 7i0i6OTQ 210 
250 60SUB tOOilF Hf*LI THEM 30O 
2fa0 IF Hl-F* THEN 150 
270 BOTH 1*0 iA ft u _ 

3^0 FOft S=30 TO 190iSDUNB 0,5|iO,fli«K 
T $i SOUND 0r0,0 f 0r? CHRt(l25h? 'Sorry 

mr^rn «!«* HP*" 730 



310 BOTO 370 

350 -> CHRtU23iiF0fi J*0 TO JliPOKE 709 
,4+WtJiSDUMD 0,50-2tJ f 10,fl*fiOSUB 730i 
POKE 70B t 40i80SUB 730 

351 ME XT JiBOUHD 0,0,0,0 
3W ml h% t Umi fc57,10i7 "CONBMTU 
L AT IONS H! - l? 'You did it in *\t\ m tu 
fAi/iBDSUB 730 

370 POKE 764,2531? CHRI(125h? I? 'Car 
t to try again? (¥ or NinSET li.^lF 
K=89 THEM 170 

380 ? 'Think! for tht jiit/iEUD 
400 SRAN1CB 2i6ETC0l0fi 4 l 2 P 8i§ETCBi0ft 
3 l 4 f l0tPWE 7W,2aA»P0IE 712,1 
410 POSITION 7,2i? «p" 
420 POSITION 7,4P lot* 
430 POSITION 7 r 6i? ttl* 
440 POSITION 7 r 0i? tt|" 
430 FOR 1*7 TEH 13 STEP 2iF0fi Y»3 TO 7 
STEP SlPOSlTlON l f li? #i|CHR4U24)M« 
IT YiHElT 1 i RETURN 

500 FOR N-1 TO ^i&OSUB 900ilF F-1 THEN 

510 IF F-2 THEN ? l4(Sf^ f N)| 
520 IF F«3 THEN ? lfc|FilN,N)| 
530 IF FM THEN ? tt|WM>» 
540 IF F-3 THEN ? li|lt<MH 
530 NEXT Hi RETURN 

600 poA L>1 TO 5jF-1i60BUB BOOrSWND 0 
,51^50, IO,iiF"2i»BUB BOOiBWNO 0,5tN 
*B0 10 B 

tfo'tflt Li SOUND 0 , 0, 0 t 0tF^iS0SUB BOO 

i RETURN _ 
70O FOR K<0 TO GiNElT Kl RETURN 
710 OlSOiBOTB 700 
720 C*)000>80TO 700 
730 C*30i6UTQ 700 



?0O MffiCtP*l2H-iniMBCWl2WHi™ 
6ITI0N I|Y i RETURN 

1000 Ht*S*i6QSUB 400»F*2iSOBUB 300*? 
Bo froi thii MttffA ».f"lf i' 1 '* * r0 
U nd J , iB0BUS750 

1010 F*3i60S0B 3O0i? CNRilL23)rTo t**i 

» pittffrn I 'i iround r * 7 cho " 1 
M liq^t hMrti.-iBOBUl 750 
1020 BftAftMCB IiF=4t60&U» 500»PQ*E 752 
s 1,7 -Thtit in thi poiition nurtin. 1 

V? "tHHtrifit gf«*P* h#4ftl " m bt 
i 

1030 9 "rtvtritd dtptndmg » your cho 
ict.NBOM 75O»F-2iB0SyB 4O0>6OSWB 50 

0 

1040 ? "H you pick ctnttr *nuirt, 
tht'P 'heirti in i croti -ill ot ™* 

ToSOMSUB 720»N>5iB0SUB iOO»SOSUB 750 
CHfttimil'H you choo« tht uddlt 
f^yart on" 

Wtnui/'tBOSUB 720ilMi6OBUB b 
OOiGOBUB 750 

1070 ? CHRIU25)f H 1™ P» cl 1 
f i iquirt'J? •including Ihit corntr « 
ill b»'i 7 'rtvtrnd' 
10B0 80SUB 720iH-7iBOSUB 600.BQBU! 750 
j 7 CHRtil23)|Mf you up nUh ill d 
irk htirti'i? 'you low JlinW 
L090 BOSUB 500I&OSUB 750i^ DHWllM)> 
Hit tht T «y to 9#t back to tht'i? 
■iwitiil po*i ti<yr>. ' 

nOO ' 'Uniitritind inttructionl? i 

poke m,mm n.«»ff THEN 10 

00 

1 110 RETURN 



lOfcO 




BY ALISTAIR HUTCHEON 




RUNS ON A 
SHARP MZ-80K 



Stalk your opponent's tank 
through the minefields and bar- 
riers of the Sharp MZ-SOK bat- 
tlefield. 

In Tank Battle, two tank com- 
manders guide their war 



PR I NT " |WVV%V.V.\V-V.W.V.V'. , . , -V. , .VVWV.'.W/- ' 1 

PRIHT'V-MHHK BATTLE RdafHed for bvWV" 



5 



9 
11 
13 
15 
17 

19 

■> 1 
^ i 

27 
2? 
31 
33 
34 
35 
37 
39 
41 
43 
45 
47 
49 
51 
■53 
55 
57 
5? 
61 
63 
65 
67 
69 
71 



r : 



||!H Dflfl 08 — tro 



PP1NT"^S«^& ftli stair Hutcheon 
PRINT"BBBS TANK BATTLE' 4 

PRINT 
PRINT" 
PRINT" 
PRINT" 
PRINT" 
PRINT 1 ' 
PRINT" 
PRINT" 
PRINT" 

PRINT" 
PR I NT " SS " 

PR I NT ll VW.W-W.%WAV.V.%^W.\VA i ^w™ " 

USR£62> 

M US I C " C S D EF G F E D C " 

PR I NT " P ress Ret u rn To Con t. i nue " 

GET T$:IF T*="" THEN 37 

INSTRUCTIONS 0 



machines around the screen 
waiting for an opening to fire or 
to force their opponent over a 
mine. 

Points are scored if you hit the 
opposing tank and if your oppo- 
nent sets off a mine. The winner 
is the first to 10 points. Barriers 
can be destroyed by two direct 
hits to force your way through to 
surprise a hiding opponent. 

Each player controls his tank 
from a 3x3 section of keys at 
either end of the keyboard. The 
eight outside keys give direction 
and the centre key fires a shot in 
the direction of the last move. 

Tank conflicts have proved a 
successful convert to the compu- 
ter screen — and this game by 
Alistair Hutcheon incorporates 
most of the features of that suc- 
cess. 



the first 
it 



person to score ten points 



PR I NT 14 E 
PRINT 

PRINT" The object of the sane is 
PR I NT "Points are won in two ways.,, 
PRINT"! . BV SHOOTING OPPONENT'S TANK.'* 
PRINT"2.IF OPPONENT STEPS OH P MINE" 
PRINT 

PRINT" If a shell hits a barr ier ^' *I , 
PRINT" it will be half destroyed." 
PRINT 0 The next hit will destroy the barrier 
PR INT: PR INT "The two tanks are denoted as O and 
PR I NT "Each has 9 controls as shown i " 
PR 1 NT : PR 1 NT "PI are- 1 Is controls are: -": PRINT" 
PRINT" Q W E" 
PRINT" P S D": PRINT 

PRINT" Player 2 has a similar 3X3 pad at the top risht ot ; 

PRINT" the keyboard" : USR<62> 



completely. " 
1 2 3" 
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73 
75 
77 
7? 
31 
S3 
35 
87 

91 
93 
95 
97 
99 
131 
103 
105 
197 
109 
111 
113 
115 
117 
119 
121 
123 
125 
127 
129 
131 
133 
135 
137 
139 
141 



P rf i> Return To Continue" 
J*-"" THEN 75 

ttOUf 1 square in anv direct ion 
that direction from the 
key fires a shell in the 
^ BARRIER" 
= MINE 



press 



key in 
cent re 



cent re ke ■ . " 
direction of 



PRINT" 
GET J*l IF 
PRINT "ETo 
PRINTHht 
PRINT "The 
PRINT! PRINT" 
PRINT: PRINT" 
USRC62) 

PRINT "BBS Press Return To Start" 

GET J$:IF .J*=" n THEN 91 
GOSUB 243: PRINT "S" 
FOP X=0 TO 39 

POKE 53248+X, 288: POKE 54048+X-2W 
NEXT X 
FOR V=l TO 19 

POKE 53248+40*7' ? 268 : POKE 53287+49*7,208 
NEXT V 
USRC62) 
FOR V=l TO 19 
FOR X=l TO 38 
R=RND<1>*10 

IF CR>8.9)*c;R<9.65>THEH POKE 53243+4u*V+X, 46: USR t62> 
IF R>9.65 THEN POKE 53248+40+V+X, 166: MUSIC"-M" 
NEXT X:NEXT V 
LU=1 0: LH=3 : RU= 16: RH=36 
M=0 

POKE 53651 s 71 : MUSIC "~#6U" : POKE T-3684 - 72: MUS I C ""#B0" 
PEM***QND NOW TO GET CONTROL*** 
POKE 54141, SI +32: POKE 54154, SR+32 
IF (SL=10)+(SR=10> THEN 231 
IF ( SL= 1 O ) + C SR - 1 y 1 THEN 231 

H$ = " " 

GET A*: IF P$="" THEN 137 
IF<A*= ,t P") + (fl*=""' ') THEN R=-l:0»l 
IF <A*= J, S"> + <&$="I "> THEN R=0:D=1 



your last roove. 
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We can ~ 
all help 
if we care 
enough . . 



Many people regard computers as some form 
of man-made monster, heralding the advent of 
an era where machines are the masters of men. 
The emergence of microcomputers in the 
mid-seventies has helped to overcome this 
misguided view of how computers will affect 
our lives. 

Each month, Educational Computing shows 
the tremendous advances being made in the 
enhancement of computers, particularly 
micros, as teaching aids. In this annual issue, 
Learning to cope — computers in special 
education* we look at the marvellous 
achievements of many very dedicated people 
working with disabled and 



mentally-handicapped children. 

Tremendous progress is being made in this 
area, brought about by a mixture of ingenuity, 
flexibility and determination on behalf of the 
manufacturers of specially -adapted products, 
writers of applications software, nurses and 
teachers putting ideas into practice and the 
children themselves. 

In our annual, we look at the latest 
developments in special education. You can 
read about the many fascinating applications of 
microelectronics in this field, what the people 
involved think and whai ihe future holds in 
store. Most important of all, you can find if 
you can help — even in a small way. 



Learning to cope — computers in special education £1,50 

Please send me a copv of Learning to cope — computers in \pecmi education. 
[ enclose a cheque postal order made payable to Educational Compuiing for £1 .50 (including P&P), 

Name ■ 

Position • 

Establishment . . 

Address , , - — : ■ ■ — — 

Now please post to: Learning to cope - computers in special education 8 Herbal Hill, Limdnn M.I ^JB. 
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143 
145 
147 
149 

151 

153 
155 

157 
159 
161 
163 
165 
167 
169 
171 
173 
175 
177 
179 
181 
183 
185 
187 
189 
191 
193 
195 
197 
199 
2@1 
293 
265 
207 
209 
211 
213 
215 
217 
219 
221 
223 
225 
227 
229 
231 
233 
235 
237 
239 
241 
243 
245 
247 
249 
251 
253 
255 



THEN 
THEN 
THEN 
THEN 
THEN 
THEN 
THEN 



R=l:[>=l 

R=-1:D=0 

191 

R=l :D=U 
r=-1:D=-1 

R=0:D=-1 
R=1:D--1 



IFCfl$="D">+<fl$= 
IRA$="Q"> + <fl*="L ,, ::< 
IF<fl*="W" > + <ft$= li J"> 
IF<P$="E"> + <«$="™"> 
IF(fl$="l")+CP*=" h"> 
IF<R*="2") + <:fl$="- L "> 
IF<A*=*'3">+<:fi^= il * ,, > 
I F ( R=0 ) * 1 ; D=G > T HEN 135 
REM****CONTROL INPUT**** 
LL=ASC<:fl$> 

IF LL>100 THEN RR=R: RD=D : U=RU: H~RHs P=72 ' S=SL : M=RM 
IF LL<10© THEN LR=R: LD=E>: U=LU: H^LH: P=71 i S=SR: N=LM 
C=53248+H+40*U 
N=5324S+H+R+40*t: U+D> 

I F ( PEEK ( N ) >70 > * < PEEK ( N > < >46 > THEN 127 
I F < PEEK ( N j =a ? THEN POKE C, M: M=Q: POKE N,P 
IF PEEK'- H> =46 THEN POKE CM 
IF PEEKvN>=46 THEN M=4t- POKE N,R: 
H=H+R: U=U+D 
LL = ASC (h$ ) 

IF LL>160 THEN RU=U = RH=H: SL=S: RM=M 
IF LL<109 THEN LU=Ui LKM-U SR-S:Lh=M 
GOTO 127 

p : FM******TANK MQUEMENT******** 
IF R$="J" THEN U=RM-H=RH:R=PR: [ =P[>:Q=72 
IF 9$= M LJ" THEN U=LU: H=LH: R=LR: D=LDs Q=71 
MUSIC'-M" 
C=53248+H+4tf*U 
N=53243+H+R+40*<O+£>> 

IF PEEK<H)=0 THEN POKE CQSPOKE N, 68: H=H+R: U=U+Di Q=0! GOTO 
PEEK CN) =21 2 THEN POKE C,G = GCi3UB 217: POKE N>0:GOTO 127 
PEEKCN>=:166 THEN POKE C,Q:GOSUB 217=P0KE N, 212! GOTO 127 
PEEK<N>=46 THEN POKE C,Q:FOKE N? fc«E: H=H+R: U=U+D: 0=46: GOTO 
PEEK<N>=71 THEN SR=3R+1 : POKE C>Q:GOSUB 217: SOTO 127 
PEEK 00=72 THEN SL=SL + l:POKE CQJGOSUB 217:5010 127 
FEEkXH> >20@ THEN POKE C - Q: GOTO 127 



>UB245:GOSU821?:S=:S+l 



197 



IF 
IF 
IF 
IF 
IF 
IF 



19- 



REM****FIRE MISSILES******** 
REM***EXFLOS I ON*** 

Zl =PEEK«: N+l --:Z2=PEEKXN-1 >: Z3=PEEKCN+40) : Z4=PEEK<N~40> 
POKE H+1,247:PQKE N-l* 247: POKE N+49, 247: POKE N-40,247 
POKE N+1,Z1:P0KE N-1,Z2:P0KE N+40, Z3: POKE N-40,Z4 
MUSIC''-C6lD-CU3u m 
RETURN 

REM******EXPLOS I ON SU6R0UT I HE******** 
I F SL=1@ THEN M*"IEFT* 
IF SR-10 THEN A$=" RIGHT" 

PRINT"ESSaaTHE GRME WAS WON BV THE "ffl»* "PLflVER* 

input"hnothhep game?" ; m 

IF LEFT£ (fllj 1 )="V" THEN 60SUB 243: GOTO 93 
END 

» : R=ei: D=0: SL=8: SR=0: LN=@: RH=0: RETURN 
POKE 4514,1 
FOR T=£ TO 255 
POKE 4513- T 
USRC68) 
NEXT T 
RETURN 
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TREASURE 

HUNT 




"Treasure" is 



the word on the lips of the good ^^■*^£ 

Rum ours abound that the ^ 
all as close to priceless as oniy a dragon, a band of pirates 

Of course, there's a catch, for the rumours -^J^™^ dogs and other 
without a scruple between them, elves, bats, magic ^ wie rdei beings. 

On top o, this. wh,per the .active — j£ = 
condition, there ate deep pits into which T^^^f leaves a lot to be desired. 

Can anyone be brave and foolish enoug h to w 3£^£S^»^ 
search of a sprinkling oi rubies, pearly o , he , riches? Y es! In fact, they U be 

gold watch, a golden harp, a magic * and ° fa We to talk th em out of there 

queuing up to roam around down there and Youwon tb ^ ^ ^ ^ 

The firs, one to escape being f£^^£^g£?^»» 
, a pirate and who can find his way back to tne ^ 

measures wUl find the good P^J^^^S^ hard about many 



robbed by a piral 



goods (at a reasonable P^^^^^^H^ented an enjoyable adventure 
worthwhile investments. Lanc % Mlc *'"* " hif . h has a good line in throwaway 
(translated for the Apple by Murray Summers ^J**£j£g CQropaign sinc e daily 
humour . Key it in and try your hand at the best ger m pQper blngo 



i 



2 
3 

I 

7 

10 
20 
30 



ftt* 
flEA 
REH 
RE* 

m 
m 

TUT i 
PRIMT 



BY 



HURRAH S. 6UIW£«B 



15 
50 
10 



fitful t W WOT 

TREASURE 

| Q 1 t a 
m Bi LAHCE 

pnim 

Pam'* 1 THE HWPIlE GftVEBi 
10CATEB IN UMPLETWWBHlPi 
HmUll TO ^ 20 W 

S* L St 1 ™ 

•s s£ wi- - 

HUM MUM HftVE r»\» ' 
M ALERT ftPPLE H . " 

in**"; 

t VNlft EYES AMU l**S, «■ »' 
Li TELL VDU If ««" lU * 
US MEM.' 

25 . 1 HOPE VBU BROBS 

| Wll HAVE TO *A* E ™ R 
S HE E1PLORE- 



eo 



90 



too 

114 



PIRATES, WML 
AND PRICELESS 

PLUNDER- 



U0 F« 1 p * 10 * 

S*1FM»< >»« IIM 
170 WW * 2 

190 FOR I f 3 70 V 

2io if Mm < > 0 m * 200 

220 AIM ■ 1 
no »EH 

2W FOR I " ^ 7 

2tf IT Ad) I > • «» » 
270 WW * * 

280 wn 

290 Ht&THiE 
3O0 FOP * " I 10 21 
310 REM A* 

34O REAffl AIM) 

mill* BEE0K8 ft 1 BHEft 

174 " cffim ^ 



m i. 200, MB MHEB^OKB 

«. kcocb ft 1 * Tt 

R DIVISIBLE DM 

m K«n£* Biran 

(KVEBlUBt- 

420 »W 
00 BDTO 500 

S 5 ;*l 

UO REM 

470 HO* 
ISO f ■ B * I 

490 lFB*omnS740 

3io reii snwi 

OHB IIM1 
51 THCM 3M 



550 



5b0 



570 



LTMl- 

The World- beating 

ATARI PERSONAL 
COMPUTERS 

3 consoles available 

Atari 4O0 with 16K RAM (AF36P) £345 
Atari 400 with 32K RAM < AF37S )_£395 
Atari 800 with 16K RAM (AF02C) £645 

la*pondabl» TO 48 K I 

All consoles when connected to a standard UK colour (or 
black and white} TV set can generate the most amazing 
graphics you've ever seen. 

Look at what you get: 

* Background colour, ptorting colour, ten 
cobur and bwdef colour sellable to any 
one ol 16 colours with 8 levels of 
illuminance 1 

* Video display has upper and lower esse 
characters with true descenders, double 
and quad size text and inverse video. 

* 57 Ke> keyboard (touch type on Atari 4007 
and lour function keys. 

* Full screen editing and four way cursor 
control. 

* 29 keystroke graphics and pJoflable points 
up to 320 1 192 1160 x 96 only with BK 
RAMI. 

* 40 character by 24 line display. 

* Extended graphics control and high speed 
action using a DMA chip with its own 
character set, 

* Player missile graphics. 

* Rxir programmable sound generators ran 
be played individually or together and each 
has 1785 possible sounds playable at any 
one of etght volume settings, for game 
sounds or music. 

* Full software control of pitch, timbre and 
duration ol notes in 4 octave range. 

* Four joystick or paddle ports, sounds 
output to TV, 

* BASIC cartridge and tOK ROM operating 
system and full documentation. 



or ATARI 



ATARI' 



MM 



Atari 400 Consofe 



MORE HARDWARE 




Atari 4 1 0 Cassette Recw def 1 £5D 


Alan HQ Drw jAFOGGr 


€3*5 


i AUfi 822 40 column Thermal 




Printer jAFWEl 


as 


Aim 850 Interlace ( AF29GI 


fl3S 


Joystick Controllers 1AC37S 


F13.95 


P*iWeConiralters(AC29G> 


C13.95 


1BK HAM Metnory Module IAFDBJI 


m 


MUCH MORE FOR ATARI COMING SOON 




SOFTWARE 
Lob and lots at amazing 
Atari available NOW 
#Wwd Processor * viSl-CALC 

* ADVENTURE GAMES * Arcade Games 

* Trek Games * ASSEMBLER* 
DISASSEMBLER # FORTH * Teac+wfj 

* 30 GRAPHICS * Character Set 
:>neratDr 

SEND 5.A.E NOW FOR OUR LEAFLET 

IKH52G1 



Atari &DO Console 



■ ■ ': ■ ■-■]:■■■■■■■ . • : : 

SPECIAL PACKAGE OFFER 

Disk-based system for ttftwrth LaSttd* 

The Atari 400 Console 

Spent 3?k RAM Module 

Alan BID Dish Drive 

Disk Operating System 

Documentation 

Interconnecting Leatfs 

Everything m "Look at what you oer" hi 

Can any other computer on the market 
otter al this at anything like this price' 



: : ; : 
:;;;s: 



ifiMpiLiiim 

Maplin Electronic Supplies Ltd 
P O Box 3, Rayleigh, Essex 
Tel: Southend 10702 1 5529 11 -554155 



LE STICK 

For Atan Computer or Video Gem? 
Replaces standard joystick, but much 
easier to use. Internal motion detectors 
sense hand movements Large pushbutton 
cm lop ot Suck Squeeze SticV to treeie 
moiion A MUST for SPACE INVADERS. 
STAR RAIDERS 8 ASTEROIDS 
0NLYE24.95(AC4Stt 



Nolo: Order codes shown in brackets 
All prices include VAT and shipment by 
Data Post, 




m ]F in i I) I I FN Rl5> * » THEN 
60SUB 2724 

* ID till! SEE IF SPECIAL 

SITUATION nni 
410 REM 

m IF MM) - 2 THEM 3440 
b JC IF AM - 4 THEN 2R90 
b 40 IF All) ■ 5 THEN 60SUI 1770 



450 



660 
470 

m 



IF MN) ■ 7 THEN PRINT I PMW 
, paui 'THERE 'B A UTTL 
E ELF IN HERE HID1NB 50NETHI 
NO ' 

|F ■ d THEN 2410 
KM 

m I Mil «HE«E W CAN 
60 ME1T mti 
490 REM 
700 BOSUB 3350 
710 Z * * 
720 606UB 4120 

PDh N ■ 134 TB 134 
IF A<NJ < 0 THEN 790 

PRINT ww itrcws "* ( *^ 

H . 0 THEN PRINT T 
HE 'ENTRANCE 1 1 

nun 
nil 

REN 

REtl in |i JUIT I BATTERS 
TEST It 111 
10 

IF B > 190 THEN MO 
1F H< > 0 THEN BflO 
INPUT 'TO EXPLORE SOME HDRE 
TYPE I, ELSE TYPE 2'lJ* 
650 J = VAL Ut) 

IF 1 * 2 THEN MiO 
IF J < > 1 THEN 840 
IF B • W THEN PRINT i PRINT 
I HOPE YOU BROUGHT NOR 
I FLASHLIGHT BATTERIES." 
IF | - 25 THEN PRINT » PRINT 
FLASHLIBHT IS ST* 
RTIN6 TB DIH A LITTLE*" 
IF I - 6 THEN PRINT l PRINT 
VDUR FLASHIISHT 16 ALN 
Ofit OUT. BETTER LEAVE Rl 
6HT HON 1 '" 
,10 IF A*N1 ■ 3 THEN 806012290 

'6 CONTENTS mil 

940 RED 
950 K * 0 
940 I ■ 0 

970 FOR H ■ 134 TO iU 

f&O J * A*N> 
m if J ( 0 THEN 1090 
m IF - 3 THEN 1090 

010 IF UMJ1 > « * W«> 

I IK • 01 THEN PRIHT iK * 

I 




730 
740 

750 
740 

770 
760 
790 
BOO 

BIO 
820 
B30 
B40 



870 

m 



B90 



900 



1030 



1030 



1040 



1050 



]F lAU) - 2> t <L - 0^ THEN 
PfljKT • THERE ARE PHB 
NEAR BY i HATCH YOUR STEP. ML 

■ 1 

IF ACJ> • 3 THEN PRINT 1 
CAREFUL* THERE'S A Pi BAT 

E NEARBY. 1 

1F |4U . 4 THEN PRINT * 

1 HEAR A HUNGRY DRABQN «A 
1TIN6 FOR HIS SUPPER. - 
IF All) « * THIN PRINT ' 

THERE'S A &16N HERE THAT 
SAYB i 
») B A 
N B E R W 

IF AU) ■ 7 THEN PRINT 1 

Wm LIKE BWEBMY 1ft B 
IN8IN6. IWBT BE AN ELF*" 
IF AIJ> ■ 8 THEN F*1*T 1 

THERE'S A STRANGE NlfiT IN 
HERE B 

1F m - 9 THEN PRINT CHRt 
IWRUFF RUFF" CHRI 134>" 
1 HEAR A BOO RARKlNB." 

m 

IF At 1311 ■ * THEN 1200 
PRINT 

PRINT "YOU'RE CARRYING I* 
FOR H - 131 TO 113 
IF A(M1 < 100 THIN 1180 
1150 Z * AM 
BOBUI 4040 
PRINT At, 
NEXT 
PRINT 

IF A<H> < 100 THEN PRINT i 
SOTO 1440 
*H 

HEN TREASURE IN 

THIS CAVE mil 



1060 



1070 



IOS0 



to*o 

1100 
1110 
1120 
1130 
1140 



1140 
U70 
L1B0 

mo 

1200 



1210 
1220 



1330 IF I • 290 THEN 1440 
1J40 IF I ■ 291 THEN N - 1 
1350 IF 1 ■ 294 THEN ODBUB 1990 

1340 IF I ■ 1 THE* 1440 
1370 IF I ■ 2*3 THEN 3450 
i3B0 FOR N " 131 TB 133 
1390 IF AIN) - 0 THEN AW) - Mi 

>iA(N) - Oi BOTO 1430 
140O NEH 

1410 PRINT " YOU CAN'T PICK 
U UP WW. YOU'RE CARRY INS 
TOO HUCH. P 
1420 SDTQ 1440 

1430 PRINT "OX YOU'VE OCT "A*" 



1230 REN 

1240 PRINT 

1250 I ■ AW 

12*0 BOBUB 4040 

1270 PRINT " THIS CAVE HAS 

A*' 1H IT." 
1280 PRINT "DO YOU ml TB TAKE 

IT WITH YOU ?" 
1290 INPUT "(Y OR N) "|J* 

uoo IP i* * *** im 

im IF Jt < >"riHEN12% 
1320 IF I - 2« THEN BOBUB 1630 



H40 IF At*) * 7 THEN A<N> • 



307 



1450 REM 
1440 REH 
T IIIII 



mil WHERE TO NEJ 



So SllT ' NHAT CAVE DO 10 
U NAN! Tffl EXPLORE NEXT ? 

|i 

1490 FOR H - 134 TO 134 
1500 IF Aim - " I THEN 1520 
m lF j - A(N) THEN N • Jl BOTD 

470 
1520 NEIT 

1530 IF 11 
| ( « 94) I I INT U) ■ J' 

H a Jl GOTO 470 
1540 PRINT " SORRY | BUT YOU 

CAN'T SO THERE FROR HERE. 1 
1550 BOTO L4B0 
1540 REH 
157 0 REH 

15P REH SPECIAL S1TWTI0M 

SUBROUTINES 
1590 REN 



1400 
1410 



REN 
REN 



,1,11 LOCK 101 ii" 



131 TO 133 

* 2S9 THEN 14B0 



REH 

FOR N * 
IF AiK) 
*EIT 

*YQU CAN'T 1WCI IT. 
ITS TOO HfcAW 
RETURN 

pqiNT ■ THE 301 NAB TOO 
HEAVY SO i OPENED IT NlTH 
YOUR KEYS, BY THE NAY, THER 
E LBA RUBY IN IT THAT YOU CA 

N TAKE." 

303 

30S 
SOSOB 4040 
RETURN 
REH 

RE* ml* VENDING HACHI 
HE mil 
REH 

VTA* 4 



1490 AW 

1700 E 



1740 



1770 PRINT "THERE* B A VENDING HA 
CHIME MERE, ' 

1780 for N ■ 131 to in 
1790 IF A(N) - 2Ba THEN 1820 
1800 NEXT 
3810 RETURN 

1920 PRINT " I'LL GET SOME B 
ATTERIES KITH ONE QFYOUR 60L 
D COINS." 

1630 I ■ 200 

1840 A(N) ■ 0 

1BS0 RETURN 

IB40 REN 

1870 REN IIIH EARTHQUAKE II 
ill 

\m REN 

IB90 FOR N - 1 TO 10 
1900 I ■ 3 + Fl R(B8) 

mo sqsub 3950 

\m NEIT 
1930 vtai 4 

1940 PRINT 1 GUESS NHAT 7 H 
E JUST HAD AM EARTH -BUAKEi 
BUT PI O.K. p B 

1990 RETURN 

1940 REN 

1970 REN inn RAGIC NAND RD 

UT1NE 1 1 1 1 1 
1980 REM 

1990 FOR H ■ 131 TO 133 
20O0 IF A(N) " 293 THEN 2040 
2010 WIT 

2020 PRINT " IT'S STUCK IN T 
HE ROCKS AND CAN'T BE PULLE 
D OUT. 1 

2030 I ■ 1i RETURN 

2040 PRINT * LET HE USE YOUR 
MAGIC HAND A SEC. "| 

2050 FOR I ' 0 TO 2000i NEXT 

2040 PRINT I PRINT 'HOB, PQCUS 
■ 

iii 

2070 FOR I - 0 TO 2000) NEIT 
2080 Alt* ■ 310a I < 0 
2090 RETURN 

2100 REN 

2110 REM mil BATS BHflN UP 
mil 

2120 VTAB 4) PRINT "" 

2130 PRINT 1 A SUPER BAT JUS 

T FUN INTO THE CAVEAND PICK 

ED you UP/ 
2140 IF A 1 131) < > 0 THEN PRINT 

■ tOU DROPPED ALL OF YOUR TR 

EASURIE/ 
2150 FOR N - 131 TO 133 
2140 IF AIN) - 0 THEN 2180 
2170 AMI * AlNhAiNI • Oil » It 6QSUB 

39S0 
2180 NEIT 
im N ■ FN R(94> 
2200 IF Aim < > 0 THEN 2190 
2210 H * N 

2220 PRINT 1 THE BAT JUST M 
OPPEO YOU INTO CAVE "N" !!!' 



2230 PRINT » IF YOU'RE ALRIG 
HT HIT 1 CHRI {34} 'RETURN" CNR* 
(34)m CALL - 754 

2240 NONE 

2250 RETURN 

2240 REN 

2270 REN Mill PIRATE HERE ■ 

ml 
2280 REN 

2290 PRINT i PRINT B THERE N 

AS A PIRATE IN HERE/ 
2300 IF AI131) < > 0 THEN PRINT 
HI JUST STOLE ALL YOUR 
TREASURES !" 
2310 FOR N - 131 TO 133 r 
2320 A IN) - 0 
2330 NEIT 
2340 2 ' N 
2350 BOSUB 3930 

2340 PRINT B HE'S 80NE NDN/ 



HAGICIAN ROUT 



2370 RETURN 
2380 REN mi 

1 HE imi 
2390 REN 
2400 HONE 

2410 VTAB 41 PRINT " 

2420 PRINT 1 THERE'S A HASIC 
IAN IN THIS CAVE* HE 6AY5 
HE LOST HIS NAfilC BOOK. HE 
SAYSHE'D GIVE YOU A BOLDEtt H 
ARP IF YOU'LL TELL NIH KHE 
RE IT IS. TYPE IN THE CAVE 
NUMBER, IF YOU DON'T XNON, 
THEN JUST 1 

2430 PRINT 'TYPE ' CHRI [34PM' 
CHftt 134P/ 

2440 PRINT 

2430 INPUT 'WHERE* 5 HIS HAGIC BO 

OK ? "fJf 
2440 J ■ INT ( VAL (Jt» 
2470 IF (J < Ol MJ ) 95) THEN 

2920 
2480 IF AUM 
2490 A IN) - 309 
2500 A I J) • 0 
2510 BOTO 470 
2520 I ■ N 
2530 SQSUB 3990 
2540 SOTO 470 
2550 REN 

2540 REN I | Hi INVISIBLE HAN 

ROUTINE 1 PI II 
2570 REN 

25B0 VTAB 4i PRINT 11 

2590 PRINT 1 THE INVISIBLE N 
AN IS HIRE LOOKING FtfR HIS 
INVISIBLE DOG, HE SAYS HE'L 
L GIVE YOU A 11000 RENAfiD 
IF YOU CAN TELL HIH WHERE HI 
S 008 IS. IF YOU DON'T KNOW 
THEN GUESS.' 

2400 PRINT 

2410 INPUT "WHAT CAVE IS THE INV 



> 295 THEN 3840 




I8IBLE DOS IN ? '|J* 
2420 HONE 

2430 J a INT t VAL (ft) J 

2440 IF !J < 0) ♦ U > 91) ♦ I INT 

IJ) < MM IAUI < > 9) THEN 

RETURN 
2450 AMI) ■ 305 
2440 AIJ) ■ 0 

2470 D * 1 
2480 RETURN 
2490 REM 

2700 REN mil MAGIC CARPET 
DISAPPEARS 

2710 REM 

2720 FOR N * 131 TO 133 

2730 IF AIM) ■ 291 THEN 2770 

2740 NEIT 

2750 N ■ 0 

2740 RETURN 

2770 AiN) • 0 

2780 IF N ■ 133 THEN 2830 

2790 FOR J ■ N TO 132 

2800 AIJ) * A.J * 1} 

2810 Ail + U ■ 0 

2820 NEIT 

2630 PRINT ' POOF !fj Yd 
UR miC CARPET JU8TDISAPPEA 
RED." 

2140 H • 0 

2850 RETURN 

2B40 REN 

2870 REM mn DRABON RDUTIN 

E mn 
2880 REN 

2890 FOR N - 131 TO 133 
29O0 IF A IN) • 292 THEN 2930 
2910 WIT 
2920 BOTO 3500 
2930 VTAB 4 

2940 PRINT "YIKES !!!' THtRE'B 

A DRA80N IN HERE/ 
2950 PRINT 'GIVE HE YOUR GUN, OU 

1CK Hf" 
2940 FOR N ■ 0 TO 2000 i NEIT 
2970 HONE 

29B0 FOR I * 1 TO 5 
2990 VTAB FN RI23)i HTAB FN Rl 

25h PRINT "BANG 1 ! >■ 
3000 FOR J ■ 0 TO SOOl NEIT i HONE 



3010 
3020 

3*30 
3040 



3050 



NET 
PRINT 



TAB i FNR«30H|'PQfl 



FDR J * 0 TO 5001 NEIT t HONE 
PRINT ' INCREDIBLE ??? 
THE DRAGON JUST VANISHED 
WHEN 1 SHOT HIH R16HT SETNE 
EN THE EYES.' 
PRINT i PRINT " BUT LOO 
K AT THIS. HE LEFT BEHIND 
HIS LITTLE BLACK BOOK NITH T 
HE ADDRESS AND PHONE NUNBER 
8 OF EVERY BEAUTIFUL PR1N 
CESS IN PENNSYLVANIA/ 
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THE ACORN ATOM 

NOW AT A PRICE EVERYONE CAN 
AFFORD £135 + VAT (For 8K ROM + 2K 

RAM + 1.8 p.s.u.) 

New price for 12K RAM + 12K ROM, incl. P.S.U. 

£199.00 + VAT 
Also available, ALL Acornsoft + Bug Byte Software 

(Phone for prices) 

WE ALSO STOCK THE ATARI 400 + 800, VIC-20, + 
BBC MICROCOMPUTER, TOGETHER WITH THEIR 
RANGES OF ACCESSORIES + SOFTWARE. 

Computers JorJ&ll 

72 North Street, Romford, Essex. Tel: Romford 60725 



SILICON CENTRE 



ATARI', 




EDINBURGH 



MAIL ORDER 

Price List, order form on request 

ATARI 400 (16K) £335 

ATARI S00 (16K) £625 

ACORN ATOM (Kit) £140 

ACORN ATOM <r*»dy built) £174,50 

VIDEO GENIE <16K) £329 

GENIE II (16Kf £385 

VIC 20 £169,95 
EPSOM AND SEIKOSHA PRINTERS 

Mattel InteMviwon, Electronic Games, Chess, 
Software. Books, Accessories, etc. 

SILICON CENTRE 

21 Comely Bank Road, Edinburgh 4 
Tel: 332 5277 



S 



ELECTRONICS FOR THE 80s 



Qati 




— Specialists say - ■ 
atrOniv^ Enter the NEW 

Computer Age 
with the well proven 



video genie yy/tem 



* 12K MICROSOFT BASIC 

* Ifitt RAM 

• UHF MODULATOR 

• INTERNAL CASSETTE 

e 2nd CASSETTE INTERFACE 



™ £299.00 



* EXPANSION BOX * W. OF PROGRAMS 

AVAILABLE * TRS-W LEVEL II 

r L>»SK DRIVE IF REQUIRED SOFTWARE COMPATIBLE 

H you cannot call write for FREE illustrated leaflet 



PRESTEL ,s N r E ! 



Ths fabulous 'TANTEL' adaptor la now available 

from Catronics at only £160 + VAT. 
Thia compact unit sits on your daak or chair and 
wilt drive virtually any talevlelon set, B/W or 
colour. Sand to Catronics for full details. 



I CREDIT TERMS available Pay by Access. Barclavcard or 
lfJ[*~V Ca u ones Crediicharge Cafd- 



CATRONICS LTD (Dept. II K 
COMMUNICATIONS HOUSE, 
20, WALLINGTON SQUARE 
WALLINGTON, SURREY SMS GRG 
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Acorn Atom 
CHESS 




3* 0*0* 



annEliiuQ 




THE PROGRAM YOU'VE 
BEEN WAITING FORI 

Paruaatlc machine codo chsss jfame Far the liK Atom. 
Fwlure* intkjdt: splil screen [nigh res. - alphanumer- 
ic, many levels of play; tattling and en passant, 
tyrfiputer playa black or wrule; can set up pi act* *oi 
cnesa problems. SuppNrKf On ctuette with instructions. 
met ONLY £9.<W. DON'T FORGET - OUR PRICES 
INCLUDE VAT & POSTAGE. 

INVADERS 

"Tri« b**i excuse i-q expand your Atom. It 5 * superb 
version of the standard flame, touflh and fast" Poor 
Computer Nov 81 12K, graphics mode 4 ONLY £B.0O. 



VIC-20 SOFTWARE NOW 
AVAILABLE 
Send SAE for details 

BUG-BYTE 

Microcomputer Software 
98-100 THE ALBANY, OLD HALL 
STREET, LIVERPOOL L3 9EP 



Sinclair ZX8I software 



ZXAS 



Full machine code assem- 
bler for trie ZXSt and 8K 
ROM ZX80 (16K) complete 
with documentation, ONLY 
£3.95. 



ZXDB 



Machine code disassembler 
and debugging program — 
can be used with ZXAS. 
Many useful utilities. For 16K 
ZX81 and 8K ROM ZXSO. 
ONLY £5.95, 



ADVENTURE 

An adventure program entitled: THE DAMSEL AND 
THE BEAST. A Game of concentration and sus- 
pense in which you, the intrepid hero, must wander 
in the darkness and dangers of the Beast's palace, 
find the Damsel hiding or imprisoned there, kill the 
Beast, and then last but not least, lead the Damsel 
to the palace exit before she starves to death. There 
is an "easy" (?M version for L-plate heroes, a 
medium game for the experienced adventurer, and 
a difficult game for the suicidal. An extremely 
complex, frustrating and entertaining game 
PRICE ONLY £6 50 



PROGRAM PACK 4 for 16K ZXfil 

Two highly snlertaming and addictive games for 

the expanded ZXfil, written i<n machine cods with 

VBry fast movmg graphics. ASTEROID BELT and 

SURROUND \2 versions,*. 

BOTH PflOGRAMS f Oft ONLY E4.S0 

PROGRAM PACK 6 for the 16K ZXS1 and BK ROM 
ZXSO 

Two programs tor the expanded ZX&1 to Keep you 
entertained for hours' 3-D OXO is written m 
machine code, and is hard to heat. The other if a 
compulsive adventure game called MARS 
RESCUE 

BOTH PROGRAMS FDR ONLY U M 




NEW: VIEWTEXT 

A ten page information display system 
for the 16K ZX81, Can display both 
text and graphics in any sequence 
with variable speed. Many applica- 
tions including shop window displays, 
education, animation, etc. PRICE: £7 00 



BUG-BYTE 

Microcomputer Software 
96-100 THE ALBANY 
OLD HALL STREET 
LIVERPOOL L3 9EP 




ALL PRICES INCLUSIVE 
TELEPHONE: 051-227 2642 




fr 

*r;!H!i8llHMWMBWBMBBW 



Acorn Atom 

747 




FLIGHT SIMULATION 
PROGRAM FOR THE 12K ATOM 

Written for Bug-byte by a 747 pilot. Accurate simulation of 
a 747 s cockpit display (airspeed, altitude, rate of climb, 
attitude, flaps, etc, and graphic display of horizontal 
situation and attitude): allows you to guide your craft to 
the landing strip. On making your Final approach the 
display changes to a high-resolution 3D representation of 
the runway coming up to meet you. A real test of skill. 
Finding the runway is quite a challenge — landing safely 
is even more difficult. If you succeed, you are awarded a 
skill rating and the chance to take off and try again. 
REQUIRES FLOATING POINT ROM PRICE ONLY £8 00 



ALL PRICES INCLUSIVE 
TELEPHONE 051 227 2642 






B» t0» THE ALBANY 



DLDHAL1 SIHtET 



LIVERPOOL L3 SEP 



ACORN ATOM 



PIN6ALL 6K, Gr. 2 


£4,50 


ATOM BREAKOUT 4K. Gr. 1 


£4.00 


FRUIT MACHINE SK. Gr 2 


€4,00 


STAR TREK 12K. F.P. 


£5 00 


DISASSEMBLER 2K 


£4.00 


UFO BOMBER 7K 


£4,00 


LABYRINTH 1ZK.Gr. 2 A. F.P. 


£6.9S 


LUNAfl LANDER Gr, 4 


£5.50 


BACKGAMMON 7K 


£7,00 


GOLF7K, F.P. 


£5.00 


TYPIST 7K 


£4,00 


LAST RUN 7K 


£3 00 


WIGGLE - RHINO 1QK 


£6 00 


SQUARES • SIMON t PARACHUTE 8K 


£5.00 


MINI- BREAKOUT - MINI INVADERS 2K 


£4.50 


STATISTICS {4 programs! 12K 


£20.00 


2114L MEMORY CHIP 


£2.00 


C12 CASSETTE 


£070 



ALL PHICES INCLUDE VAT ft POSTAGE 

24 Hour answering service 
on 051 227 2642 f o* . 




PLEASE SUPPLY : 

I enclose a cheque PO for £, . 
Bug-byte. OR debit my 

Access card number ........ 

Signature 

NAME 

ADDRESS , 



, . made payable to 



BUG -BYTE; 96-100 THE ALBANY. OLD HALL STREET 
LIVERPOOL L3 3EP 
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3040 PRINT 

3070 PRINT ' HIT THE " CHR1 
WRETURN' CHRI 4343- KEY 
UH€H YOU CATCNY0UR BREATH. '| 
I CALL - 794 
JOB0 AW) ■ 306 
W 0 B * I + 1 
3150 SOTO 470 
3110 REN 

3120 REN ii mi ft! ENTRANCE R 
OUTZNE 

3)30 REN 

3140 IF A113I) - 0 THEN 3210 
3150 FOR N * 131 TO 133 
mo IF A iN) * 0 THEN 3200 
5170 3 ■ n 

3180 IF MJ) < > 0 THEN J - J * 

li 6QTQ 31B0 
3190 A(Ji ■ AIM 
3200 NEIT 

3210 IF A 196) ■ 0 THIN 3270 
3220 PRINT ■ £0 FAR, YOU'VE F 

QUND THESE TAEASURES1N THE C 

AVIS i" 
3230 FM N * 94 TO 130 
3240 IF AtH) - 0 THEN 3270 
3250 I ' AINU B05UB 4040i PRINT 

At', -| i IF PEEK <3i> > 2B THEN 
PRINT 
3240 NEXT 

3270 FDR N « 131 TO ]33lAIN> " 0 

i NEIT 
3260 PRINT I PRINT 
3290 PRINT i PRINT 1 YOU'RE 

AT A CAVE ENTRANCE THAT 

LEADS TD T 
3300 B - B + I 
3310 SOTO 710 
3320 REN 

3330 REN mil IN ROUTINE H 

Ml 

3340 REN 

3350 PRINT i PRINT i PRINT 1 

YOU'RE IN CAVE 'I - WHICH LE 
ADS TO r 
3360 RETURN 
3370 REN 
33BO REN 

3390 REN END OF FROBRAH RO 

mm 

JtOO REN 



3410 REN 

3420 m FELL INTO A P 

IT mil 
3430 REN 

3440 VTAB 4t PRINT **l PRINT 1 
SORRY, BUT 1 TRIED TO NAfi 

3450 PRINT 'YOU FELL INTO A DEEP 
PET AMD KILLED 

34*0 END 
3470 REN 



TREASURE 

HUNT 




3460 REN Mill EATEN BY THE 

DRA60H Mill 
3490 REN 

3300 VTAB 6i PRINT 11 
3310 PRINT 1 SORRY, BUT 1 TS 
JED TO TELL tOU ABOUT TH 
AT BOUND* SUPPER IS HON BE! 
m SERVED HERE IN THE DRABD 
N' S CHAMBER* * p 
3320 PRINT i PRINT i FDR I ■ 1 TO 
500i NEXT | INVERSE r PRINT 
-AMD YDU ARE THE SUPPER !«!* 
i NDRNAL 
END 



3530 
3540 
35S0 



i nit RBQF FELL IN 



REM 

iiiii 
3560 REN 

3370 VTA4r PRINT 11 

3560 PRINT 1 THE ROOF IUBT F 
&L IN AND BURIED YOU AUY 
E, TOO BAD I DON'T HAVE A 
SHOVEL OR I'D DIB YOU OU 

T. 1 
3590 PRINT 

3400 PRINT 'SEE YAH LATER. 1 
3610 END 
3*20 REN 

MO REN Mi M PICKED UP HAS, 

IC BOW iini 
3*40 REN 
3650 HONE 

3640 VTAB 61 PRINT " 

3670 PRINT ■ I DON'T THINK ¥ 
OU SHOULD HAVE DOME THAT. T 
HE HA6ICIAN NHO ONUS THAT HA 
SIC BOOK PUT A SPELL DM IT. 



ANYBODY THAT TRIES TO PIC 
K IT UP TURNS INTO A FROG. 1 
3460 PRINT 

3490 PRINT * EXCUSE HE NHILE I LO 

OK FOR BONE FLIES. 1 
3700 END 
3710 HEN 

3720 REN in 1 1 BATTERIES HEN 

T SCAD miii 
3730 REN 

3740 VTAB it PRINT " 

3750 PRINT ' NOW LOOK NHAT Y 
OU DID. YOUR FLABH-LI6HT HE 
NT OUT AND YOU FELL INTO A P 
IT AND KILLED YOURSELF* TO 

0 BAD. ESPECIALLY A 

FTER YOU HERE DOING 60 NELL. 
■ 

3760 END 
3770 RIN 

37SO REN flttl USER SUITS M 

IM 

3790 REN 
380O VTA6 

3810 PRINT ■ THE TREASURES A 
RE YOURS TO KEEP. BOOD LUC 
K li! 1 

3820 END 

3830 REN 1 1111 NASI CI AN UPBE 

T Mill 
3S4C VTAB 4 

3B50 PRINT ' YOU'VE HADE THE 
HAG] CI AN VERY AN6RY.CAVE N 

1 DOESN'T HAVE A NA8IC BOOK 
IN IV 

3S60 FLASH i PRINT "TO PUNISH YO 
U, THE HAGICIAN CASTS A 
SPELL ON YOU AND HON YOU'RE 
ONLY m INCHES TALL.'jl 

3670 PRINT • NORSE YET, THE 
NAB iC I AN PUT YOU INTO A S 
HALL JAR. IF YDU EVER BET 0 
U! OF THIS HESS, LET HE KNO 
N." 

3SB0 END 

3B90 REN 

3900 REN 
ES 

3910 REN 



UTILITY SUBRUUT1N 



3920 REI 

3930 REN nil i HOVE 1TEH TO 
m CAVE LOCATION mm J 
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Combine accurate flight characteristics with the best in animation graphics 
and you'll have BubLO&C's 



T80-FS1 Flight Simulator 

fortheTRS-80 



SubLOGlC sTSO-FSI is the smooth, realistic 
simulator lhal gives you a real-time, 3-D. 
out-oMbe~cock[w1 view oi flight 

Thanks to last animation and accurate repre- 
sentation of Night, the non-pilot can now learn 
basic flight control, including take-oHs and 
landings! And experienced pilots will recog- 
nize how thoroughly they can explore the 
aircraft s characteristics. 

Once you ve acquired llight proficiency r 
you can engage in the exciting British Ace 
3-D Aerial! Battle Game included in the 
package Destroy the enemy s luel depot 
while evading enemy fighters. 

Computer and aviation experts call the 
T80-FS1 a marvel of mode#n 
You'lf simply cell il fantastic* 



Special Features. 

* 3 I rame-per- second flicker free 
animal ton 

■ Maximum transfer keyboard input 
i Constant feedback cassette loader 

Hardware Requirements: 

* Radio Shack TRS-80, Level 1 or 2 

* 16K memory 

■ Nothing else* 

Only 

INCLUDING VAT POST& 
PACKING. SEND £1 .00 FOR 
DESCRIPTIVE CATALOGUE. OF 
OVER 200 TRS^O PROGRAMS 








MICROCOMPUTER 
APPLICATIONS 

42A CHURCH STREET, 
CAVERS HAM, READING, 
RG4 SAU; ENGLAND. 
TEL: (0734) 470425 



and VIC SO SOFTWARE 



The Great Balloon RaoaiTh* worvd* 
lifJt computer patloon race'i Th,s is a 
pa- graph*- arcade rypegtme which 
requires skill, coordination and 
■siruatidH^ to guide a waving Popping 
oailoon a r ound the obstacle course 
Practice will (maple you 1o gel Defter, 
row mijch practice will you i*ed 1o*m 
yisdl balloon race'-' Every entrant wjII 
* 3 bal-aon lags to send m |he h*gr>esl 
actv*evea The? hnghesl score r eco;ded 
u3->ng the games special check tympota 
by October ' 962 wil i release the pna) 
WUrSJons for VIC A 40 Cot PET 



mc VAT A P&P 




\Tt* lintl computer graob«: 
aoveniL^e game 10 have real golrJ 1 1 
T he M r. WictJ iirne lermirual w«ll leach you a liWe 
c." ! _ >e background to ine l Sa9 California 
Gok) flu j-h & 1hen Iransporl you back n lime i,j mai era v Qu must then useall your powers of 
ludgemem. creative rhouQhi ano slanuna 10 re-'i*e me tough Hie oi the gold prospectors 
The program contairvs several seperalB oa^es and diveJSKJfirfi wmcti you can amoy plavmg 
h^ieA time again Can you beat all the olhef prospec!o^ who a«e searching lor the Gofder. 
Word 1 1 r you are dever enoogjn to find ihe *o- c *>rsi mer you wi i wi -i me fl^ai Goto 1 Accept 
Ihe challenge now. you wdl en|Oy 1hia unigjue 
*OVentUfe(CM you mrghl enpy lindmg the Go 3 



£16 



DECEMBER 1 961 
GOLD VALUE HA5> REACHED 
£1«, RISING WITH EVERY 
PROGRAMME SOLO- No one 

■■■as even go! cose yeV Is 1here 
no true adventure* CM ihere 1 



SPEClALOFFERl 2 PROGRAMS FOR THE VIC 20- FOR ONLY £6,00 

RAINBOW PASSAGE- A HUMAN vs COMPUTER BQAflD GAME 
VIC POT SHOT- HUMAN REACTION GAME QfPffl ENDS 3 tM JANUARY iSrJ2. 



MR MICRO 



PO BOX 24 
SWINTOMM27 3AL 

tel os 1 rssszss 



FURTHER DEALER ENQUIRIES ARE NOW INVITED 
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Mini Floppy Disks 



* Ann E-lohc envelopes 

it Quoiny, double density medio 

it Sod seclored 

it Labels with write prated 

it Reinforced cenlres 

it Libiary caies fiee with lem 

Guoianieed quality - Any faulty 

dislts should be returned to us- 

wiibin 1 2 months of purchase wilK 

proof of pMrchcW f(J< r*rpltK*Tnrfif 

by relmn <vf (X«l 

Mini Floppy SS/DO 

Mini Floppy SVDD n 10 

Mini Floppy SVDD * 50 

Mini Floppy SS/DD h 100 

Mini Floppy DS/DD 

Mini Floppy DS/DD * 10 

Mini Floppy DVDD x 50 

Mini Floppy DS/DD x 100 . 




NHI 


vai 


Total 


250 


34 


2 era 


2000 


3 00 


2300 


8750 


13 13 


10063 


tsooo 


22 50 


17250 


4 00 


60 


4 60 


3300 


-4 95 


37 95 


15000 


??50 


172 50 


27500 


-il 25 


31625 



WICROlCOM ruters 



Mail Ordtn 'o 

MICROCOMPUTERS AT LASKYS 
MAIL ORDER DEPT. 
FBEEPOSI (No Stamp r*quir«d| 
LIVERPOOL L3 2AB 




24 Hr TekfKSom Credit 
Card Orden 051 236 0707 





RI8B) 

> 0 THEN 3930 
+ If • I) THEN 3 



3950 M 3 * FN 
3960 IF A4¥> < 
3970 IF tl * N> 
950 

3980 AIV> * A(Z) 
3990 At2> ■ 0 
400O flETURN 
4010 REM 

4420 REM mil HAKE At NAHE 

OF TREASURf mmi 
4010 reh 
4040 RESTDfif 

4050 FOR I ■ 0 TO I - 26B 
4040 REM At 
4070 HEKT 
4080 RETURN 

4O90 reh 

4100 REN Hi uSET UP CONNECT 

m cave NUHBER& mil 
4110 REN 

4120 FDR I ■ 0 TO 2 

4134 A<i34 ♦ » ■ AOS? * 1 ♦ II » 

1)1 



4140 
4190 
4160 
4170 
4180 
4194 

mo 

9911 
9912 
WI3 
9914 
9915 

TO 

ma 
9919 

9924 

mi 

9?22 
9923 
9924 
9923 

TO* 
9927 

we 

9929 
9930 
9931 
9932 
9997 

mB 

W90 



NEIT 
RETURN 
REM 
REN 
RIN 
REN 
DATA 
DATA 
MTA 
DATA 
MM 



TREASURE LIST 



■GOLD COINS 
•SOKE KEr& 
"A LOCK Ml 
■A NAfilC CARPET 
■AN OLD SUN 
DATA "A MAGIC HAND 1 
DATA 'A StfOtiD' 
DATA "A NA6IC BOOK 
DATA 'AN OLD CLOCK 
MTA "FURS 
DATA 'A SILVER BELL 
DATA "A NECKLACE 
MTA "A PEARL 
DATA 'A DIAMOND 
DATA 'A SOLD HATCH 
DATA 'AN E HERALD 
DATA "JENELfll 
MTA "A 1 1 000 IILL 
MTA "A BLACK SOW 
DATA *SQ* ELF FOOD* 
MTA k A RUBY 
MTA *A SQL DEN HARP 
MTA 'A 8M0RD 
RE* 

REN DATA FOR CONNECT! 

m CAVES 

REN —- — — — - 



10004 MTA 1,94,-1 



10045 


MTA 


2,10,11 


10454 


DATA 


27,53,75 


10004 


MTA 


3. 12,13 


10455 


MTA 


27 , 56 f 75 


10007 


DATA 


3.14. IS 


10056 


MTA 


20,53,76 


LOOOB 


MTA 


4,16,17 


10057 


MTA 


28,50,76 


10009 


DATA 


4,11, if 

3 w 


14030 


MTA 


29,57,77 


10010 


DATA 


5,20,21 


10039 


DATA 


29,44,77 


10011 


MTA 


5.22,23 


10060 


MTA 


50,59,78 


10012 

1 if ■ m 


MTA 


1.24.29 


10061 


DATA 


30,62,78 


10013 


DATA 


6, 26, 27 


10062 


MTA 


31,41,79 


10014 


DATA 


7,28,29 


10063 


DATA 


31,32,79 


10015 


DATA 


7,30,3) 


10464 


MTA 


32,33,80 


30Q16 


MTA 


B , 32 f 33 


10465 


DATA 


34,35,80 


10017 


DATA 


0,34,39 


10046 


MTA 


56,37,81 


10018 


DATA 


T I ijPp | vr 

r j » » F ™ 


1O047 


DATA 


38,39,01 


10019 


MTA 


9,36,39 


10061 


MTA 


40,41,82 


100 20 


MTA 


10,40,41 


10469 


DATA 


42,43,62 


10021 


MTA 


10,42,43 


10474 


DATA 


44,45,83 


10022 


DATA 


11,44,45 


10471 


MTA 


46,47,05 


10023 


MTA 


11,44,47 


10072 


MTA 


48,49,04 


10024 


MTA 


12,46,4? 


14073 


MTA 


54,51,04 


1 Wfc v 


Ml ft 


12.50.51 


10074 


MTA 


52,53,83 


10026 


DATA 


13,52,53 


10075 


DATA 


54,35,83 


1«27 


MTA 


13,54,55 


10076 


MTA 


56,57,04 











10401 MTA 

10002 MTA 

10003 MTA 
14004 MTA 



4,2,3 
2,0,9 



10028 DATA 

10429 DATA 

14030 MTA 

10031 MTA 

10432 DATA 

10033 MTA 

14034 DATA 

14035 MTA 

L0034 MTA 

10037 MTA 

10038 DATA 
10439 MTA 
10040 MTA 
14041 MTA 
J 0442 MTA 
10443 MTA 

10044 MTA 

10045 MTA 
10044 MTA 
10447 MTA 
10048 MTA 
14049 MTA 
10054 DATA 
10451 MTA 
10052 MTA 
14033 MTA 



14,56,57 
14,51,39 
15,60,61 
15,42,63 
14,43,44 
16,34,64 
17,33,63 
17,36,43 

10,33,64 

16,30,64 

19,37,47 

19,40,47 

20,39,68 

24,42,68 

21,41,69 

21,44,69 

22,43,74 

22,44,70 

23,45,71 

23,48,71 

24,47,72 

24,50,72 

25,49,73 

25,32,73 

26,51,74 

26,54,74 




14077 DATA 50,59,04 

10078 MTA 60,61,87 

10479 MTA 62,43,87 

14080 MTA 64,65,08 

J40B1 DATA 64,47,08 

10402 MTA 40,69,89 

10483 MTA 70,71,09 

10044 MTA 72,73,94 

14005 MTA 74,73,90 

10404 MTA 74,77,91 

(0407 MTA 78,79,91 

10080 MTA 60,01,92 

10019 DATA 82,83,92 

10090 MTA 04,05,93 

10491 MTA 86,67,93 

10092 MTA 08,69,94 
14093 MTA 94,91,94 

10494 MTA 0,92,93 
65040 REN til TREASURE HUNT 

65040 REN HI BY LANCE NIOEUS 
65000 REN III TRANSLATED FOR 
65404 REN tit APPLE }i 

65040 REN III BY 
65000 REN tit HURRAY R, 6UHHER8 

45400 REN ttt SPRINGFIELD, PA 
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Never in the history of Necromancy had there been such a 
task. Defeating a tiery dragon with nothing more than a 
hoary old spell for turning snow into sleeping tablets* 

When the fearsome and foul dragon, who we shall refer to 
henceforth as "Horace", came down from the mountains, the 
villagers feared the worse. Rightly as it turned out. For 
Horace immediately set to, devouring maidens, breathing 
fire, smoke and halitosis, putting up mortgage rates and 
generally behaving in the sort of way that would give 
football supporters a good name. 

All this action occurs off screen and I did not program any 
of it into the game ... be thankful for small mercies! 

Horace's anti-social behaviour is a problem which cannot 
be tolerated, so the local wizard was called for and 
appraised of the situation and the need for urgent action. 

Wizards have often appeared in adventure-type games but 
none ever hod to work utidei the same restrictions as our 
hero r Butch. 

All through wizard school, Butch would misbehave, 
preferring to smoke behind the apothecary labs than learn 
his frog-turning tables. 

So Butch left wizard school with only a C.S.E. pass in 
Magic Sleeping Pill from Snow transmuting — generally 
considered u soft subject. 

Butch can only manage five pills anyway. They appear in 
the sky at the top of the screen and fall rapidly to the ground. 
You can direct them into Horace's mouth by pressing "space". 
Three is enough to put even a dragon to sleep. 

11 less than three pills enter Horace's mouth, he 
respond by burning Butch's head off — a violent gaT 
haps, but then life's like that 'W sometimes. 



■• I I 



7-C 
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10 FRINT'^iilWiSlili^^^'ON BRUGGIN » JI 
20 PRINT' 1 13 BV PHUL JHV. IS. 6- Si* 
^6 FOP 1=1 TO20O0 : NEXT 

40 PR I NT "^1 FEROCIOUS DP ROOM hRS BEEN DEVOURING " 

50 PRINTER I DENS. THIS 13 NOT GO 01' • 

SO PRINT'WOU ARE R FERRLEiS WIZARD." 

70 PRINT" WTH IS IS GOiJU. " 

80 PRINT "OTGU HRVE THE POWER TO SUMMON" 

*0 PRINTS-FIVE" MAGIC SLEEPING PILLS" 

1MQ PRINT "WTHESE ARE TO BE DIRECTED INTO." 

110 PRINT H JflTHE IiRRGON S MOUiH." 

l->0 PRINT ,l «THIS IS VERV GOOD," 

130 PRINT " *33THP£E! PILLS HILL MAKE HIM SLEEP." 
140 PRINT"STTHEH YOU WIN. 11 

l c .o PRINT" IMPRESS SSPflCEi BRR TO DIRECT PILL. 
160 PRINT "l»W»i»MM»F*ESS RNV KEV TO START* 
1 70 POKE 1 52 , 0 m I T 1 5S , 1 POKE 1 52 , 0 
130 R=160 = B=32 : C=S5 D=223 E=lS5 F=233 
190 0=206 -H=£95 1 = 111 J=72 K=207 u=^l 
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280 
210 
220 
230 
240 
250 
260 
270 
288 



320 
330 
340 
350 
368 
370 
330 
390 
400 
410 
420 



fifl=331'31 "EE=33231 :CC=33?71 ■ DD*3331 : 1 : EE=33354 : FF=333'?4 ■ PI=*6 ■ SC=0 
El-33933 

PRINT' 1 
PRINT" 
PRINT" 
PRINT" 
PRINT* 
PRINT" 
PRINT" 
PRINT* 
PRINT" 
PRINT" 
PRINT" 
PRINT" 
PRINT" 
PRINT 15 
PRINT' 1 
PRINT" 
PRINT" 
PRINT" 
PRINT" 
PRINT" 



si/* 
^3 




440 
450 
460 
470 
4S0 
490 

500 

510 
520 
530 
540 
550 
560 
578 



533 

610 
620 
630 
640 
65D 
660 
670 

bb'0 

700 

710 



d *■ 

:j * 

a ■ 

$ * i 

PRINT" S^" *■ 

p PINT n ~~ 
REM MOUTH CLOSED 

9 POKERR, H FOKEHR+l , H - F0kERR+2, H POKl*B, C • POKEB1S + 1 , R PGKEBB*2* L ■ PQKECC, E 



B 

H 



POKECC+1 ■ E : P0KEi',C + 2 
POKEDB+2; B : POKEDP+3 
M=IHT(2000*RNIK1>.^ 
FORV-lTOn NEXT 
REM MOUTH OPEN 
POKERR ■ C ; P0K.EHR+1 .» E POK 
F Ok: ECC+ 1 ■ fi : POKECU+i , F 
PUK.EIU3+2 j R POKEHH+3 * R : POKEDB+4 
PI=PI-1 : I FP I <lflMD , 3Cti3THENuOSUE3 70 
I FSC= 1 THENGOSUB 1 050 
[FSC=2TH£NG03UB1 1 90 
I P$C«3THENG0SUif 1 GOSUE 1 1 00 
lF£C=4THENUU£UEldb0 GOSUB1 100 ■ GOSUBl 150 
IfPICi RNDSC C3THENPR I NT " IttWMMWWff " : GOTO930 
I FP I < 1 THEN9 1 0 
REM PILL DROPPER 

FuRI I=32774Ti:i;j:^614oTEP+40 : POKtil I .■ y 

FOR.T .r= l T03 
PUKE II , B 

P=15l :LL=PEEK^P^ 
1Fll=kTHEN700 

mkru 

G0TO466 

FORZZ=l ITCk II+32> 
POKE330ti,-; , ) P0KE33533; J 



POKECC+3, I P3KECC+4 , I ■ POKED D .< B POKEDD+ 1 > B 
PUKEDD+4, R - POKEEE , R POKEEE +■ 1 , R POKEFF , R 



POKEBB > B PGKEEE+l ■ £ FDKEBE+2. J PQKEC C D 
R POKECC+4, L : POKEEE.. C PuKEDH+1 , R 
E : POKEEE , £ - FOKEEE+ 1 , F POKE F F , F 
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a must for 




Authors: Ian Stewart & Rabin Jones 
The leader- friendly guide to getting started with th« 
Sinclair ZX81. Includes an introduction to looping and 
branching, graphics, subroutines, and debugging 
techniques, with over 50 programs designed to run 
on the standard 1 K memory. 



Paperback £4.95 



Approx. 130 pages Pape 
Publication: 4 January 1982 



ISBN 0 SOBS 12 17 B 



Published by- Shiva Publishing Ltd., 4 Church Lane 
Namwich, Cheshire CW5 5RQ Telephone: (0270) 628272 



Prica £4 96 par COf*V Choqu** JthpuM b* r"9U> payable 10 Shua Puh».*f-i.q Lid 

NAME ICaprtai's please) ■ 

Full postal address . ■ 



For payment by Access, American Express 



Card Nq. 



Signature 



ATARI ATARI A 

MICROCOMPUTERS ftJARI 

400 & 800 




* SOFTWARE * PERIPHERALS 
♦ COMPUTER CHESS GAMES 




*-API Bt&T MARl Dt AH H 



ATARI 



ACTIVISION 



fiPiimCJCCi ' 
41 LCrttTT* ""li 




The WIDEST RANGE OF 
PROGRAMS for your 
APPLE II, APPLE III, TRS i 
GENIE, ATARI & BBC 



Commodore VIC due^^^ 

Dept. cvg, 50 Newton St,0ff Piccadilly. 
Manchester Ml 2EA. Tel: 061-236 3083 

WE ARE AT THE CORNER NEWTON ST./ HILTON ST. 



1 Horseshoe Yard 
off Brook St 
London W1 
Tel 01-493 3420/0566 
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r - 




IFP£EK(ZZ+1 >=72THEN330 
I FPEEK < ZZ+1 > < 2 B THEN 7 ?0 
KUKtZZj yi 

FGRQQ= 1 T050 ; NtX i Qti 
PGKEZZ, £ : NEXT2Z ■ GO 1 0460 
FCiP 3 3 = Z T 0 3 3 6 4 7 S T E h' + 4 O 
POKE 3' -:053 .. B F0KE33533, B 
I F S3+40OETHLNS3-S3- 1 
f""QKES-~ i j 3 1 

F0RQQ=1 T050 r NEXTQu 
POKESS, B : NEXT S3 : 0OTG468 

$OSC+i : FORfin=e roisosTEPiu 

Pf i KE33053, B : PQKE33533, B 
IFSC-f1MJ*9THEN90O 
PfiKE33747, (MM/ 10) +43 
P0KE3374S, CSOMt'1>+4S 
POKE 1 , B 
GOTO460 
HEXTMM 

PR I NT 11 ^PlPMPMSW^SPai^PM^^MilifftilrA'CiL! W 1 N"" i 

POKEE 1 , 227 : PGKEE 1 + 1 , 227 

P0KE33210, 232 PGKE32791 * 26 : F0KE32332, 26 ■ POK 
PRINT " PRESS HMV KEV FOR ANOTHER 

POKE 1 53.' O 

POKE 1 52 , 0 ■ WRI T 1 53, 1 ; POKE 1 52 , 0 
GOTO 1 30 

print 11 iSKW^flttiaaM«p3@ee £ ^ ne^g^ia--"-- -a 
pRiNT k,p Trrree^.-' " 

1600 print"- \@s@@/* 

1010 PRINT" Hsy@^ n 
1020 PRINT"' ^^i^" 
1330 PR INT" * 
1040 RETURN 

1050 FORVV=1T01 0 ■ POKEE 1 , 227 ■ POKEE 1 + 1 * 227 
1 060 FORG= 1 TO 1 00 ■ NEftTG 
1 070 POK EEl , 209 - POKEE 1 + 1 , h 
1O30 F0RN=1T03U Nl.:-: "n 
1 090 NEHTW : RETURN 

1100 FnRVV=lTOlO"FOK£El.iR i PGKtEl+1 j 209 
1110 FURG=1TCH00HEXT0 
1 1 20 POKEE 1 , 209 - POKEE 1 + 1 , H 
1 1 30 FORN= 1 T030 : NEtf TN 
1140 NEtfTVV : RETURN 

1 1 50 F0RVV= 1 T01 0 ■ POKEE 1,8 ■ POKEE i + 1 , R POKEE 1 -3* 
1160 FORG=lTOl00:N£ttTG 

1170 POKEE 1 i 209 POKEE 1 + 1 , H ■ POKEE 1-39, H 
1130 F0RH=l'T030 -NEXTN 
1190 NEXT VV : RETURN 



720 
730 
740 
750 
76m 

770 
7yy 
790 
300 
9 1 0 
320 
330 
340 
35G 
368 
370 
380 
390 
900 
910 
920 
925 
930 
940 
950 
960 
970 




E32373, 26 
GAME" 



Bp 




if <l 'fjU^M 


' i m 

Km 






ff \ : i 


i 
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David Attenborough cap- 
tured some of the excite- 
ment of the story of Life in 
his recent TV. series, now it 
is possible to capture the 
rest on an Acorn Atom. 

Life is the popular com- 
puter cell generation game 
which was first invented by 
Cambridge mathematician 
John Horton Conway. A cell 
pattern is plotted on the 
computer screen and when 
the program is run, three 
simple rules which the cells 
have to adhere to, come into 
operation. 

The rules of Lite are: 
Birth, Survival and finally 
Death. 

Birth — if an optimum 



number of cells (3) surround 
an empty cell it will be 
brought to life on the next 
generation. 

Survival — if a cell has 
either two or three neigh- 
bours it will remain alive in 
the next generation. 

Death — if a cell has less 
than two living neighbours 



then it will die of loneliness, 
more than three and it will 
die of overcrowding. 

So after each generation 
the screen changes, with 
some cells giving birth to 
others, some merely living 
on and some dying out. 

There is a limit to this 
computerised version of Life 



though, to prevent it getting 
out of hand, all the action 
takes place within foui bor- 
ders, A cell is considered to 
be neighbours with another 
if the two share a common 
border or corner — so 
diagonal neighbours count 
as well. 

Then the laws of Life are 
applied simultaneously 
with every square on the 
board being checked. This 
is a task ideally suited to a 
computer and the excite- 
ment comes from plotting in 
an original pattern to pro- 
duce the most exciting 
action. It has all helped to 
turn Life into a computer 



gam 



e classic, 




COUNT 
IN I 



29 REH LIFE 
38 REN BY Tlfl JHCKSON.' 
4B TKM 

G05UBI 

65 N"t3300JD"Fi + 7Z*JB"D+3Z* 
fB REN fl HOLDS PATTERN 
BB FEN 0 HOLDS NE1WBR 
9B WCT INIT,mTT.3*VED 
IBB 5»B 

flB Pin LLB. 331 3-0513 

1SB FOR tf T0I3; 53I a "*l ' G0I* - 1 > NEXT 

191 DIP W64 

if r.wzi 

13* COSUBWJGmJBin 
1*1 F.f 

17* G03UB1 

1 MTFIR If TO 313 3TEF 4J FN If J PCXT 
19* tHT5U?U^00T^iG0SUro 
Zfct) REN OENERflTE PflTTERN 
ElftM f*tn CURSOR F03H 

T7V pO 

i« dosubi 

Z3B G03UBC 

Z5?l *En CHECK ORE* CTWL3 

ZTQ IF G"F PC+HJ IF C?3l3 3«C"KB 

tn if of c«c+w if c*z*f O'C-ZB 

23B IF g-lGT C"C-CTJ IF Cf +3ZB 

38* IF G»1*B mi IF CXZB-13DR Z m ~i C*C+EB 

31B G03UBC 

Jt9 REH JF BP, INVERT CELL 

33S IF 0** PLOT l4^COTrt*M?.«C^im+Z3i n-t-n-C'l 
W FDR If TO 3WJHEXT 
33B UNTIL G-13;REP UHT1L WTH 
3W FOR If TO 31? 3TEF 4J 81 If III 
3TB 003UCC 
39* 0O3UJJ 
33B *f > 
4 PC PRINT Hj 

4iBt.ro 

■W FOR If TO 31? STEP 4 J t? ! If? NEXT 



430 FEU tcrn UELLS 
440 Lire saw 

456 RET! GETRDfflTC NERT GfiN. 
46* "LINR OTW 

«ra N«f+M;ir n?3733 «f 

*SB PRINT Nj§3»B*S*B 
43* tf 
TOT PO I-I+l 

3IB Ltrttf LLB 
3ZB UWTtL JJV OR G*ZT5 
330 UNTIL CKZ33 

34B F.R30* FREES G*""T0 «? ON" ' 
330F,-™«3 F-'-FOF TT3UF---0RIGiri^-'"FHTTERn- 
3GB F* T ™ "OR — "'"FRE33 S^'-TO MART" 
37B4GU5U3V 

3BB IF 13*37 DOSUB,! 5QTUT, 
33* IF 0"3Jl OOTOr 
BOB IF 0*?f DOTCT 
BIB C03)UBV)JT^J30BTljCO^RJl5 
62B J*TZ5ZB20? 
STB FOR If TO 313 STEF 4 
B4B HI If n ! oii*j 
E30 NEXT 
BBB LINK UOB 
STB GOTO* 

1ETBB REN OUF30R 

1 B 1 BCfRJVE< C*EBIE+E3 J , t C^EBRE } 
1938 FOR 1*1 TO 3 
1*3* FLOT 0,-Eil 
1WM FLOT t^B 
103B NEWT I 
IBS* RETURN 
2BFJO RETI FETBD INN 1 ™ 
2B1PKOT LINK LLBfU* 0^33 3 >R. 
2BZB FEN fETBO INPUT li OCTfiCT CR3R CTFV.S 

Ifjf IF E*B OR C>7 RETURN 
233* IF 7RP**l*.f*f C^G*!** 
Z^SS RETURfl 
■j^BB REN HENOINC 
3BlBhCLENP S3 

702B NOVE B j 4T .: URNW «,4lJDRFW *> 41 
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BY TIM JACKSON 
E RUNS ON AN 




ACORN 
ATOM 




3B3W HOVE B.^l :<uwm 6 ..47 

mft 5,4lJP*FU B.47;DWffW 12. 47. ROVE H,44i0ffflW 11.** 
}?"■•• HOVE 15.47™ :«,4T;DRPU a 4, 41; draw 13.41 
i»? nu"c :^.44:nmw it, 44 

35T7B TOVE CSSJDPFW IS-3S 
Nt IUW1 

TO^trongvt Bz,B;PRnw e?,34:Drfiw Z&..34. crfw H.-comw ez.b 

31BB P-*3B USE THE-' -CURSOR'" -WP TME" 

3i r.- sp u mwr '-ni create*' -i dclete-- -cells 

31EB P,-ttNP TRESS" ' " RETURN"" "TO 

ffT. TURN 

SUBJP.ISB :FOR T B 6 TO :S:F.' M "pHEXT 

3138 PR1HT130 PRES*- ^PWCFBHR"' "TO STOP " 

■31 SB P,I3W 3 WP10W»W5Hl?f J»S»W»S»9»S"GEPWWTI W H) * 

S1TB RETUPN 

«S1BC 
4BEB M 

4OTB JSR RFCTlj 3TT «ZBJRTS 
■E4PTOT UP QfflPH ICS-TOP RM CORNEP 
48J3B : GGI? LPF £0 
4W? STfl F+1JSTP F*3 
4B7'0 LOR SCBJ STPi P 

ldp I3ZJ rm F+Z 

4ff?0*n+ST* IN r.D+CTC. IM r + ? 

41W lpr Tm-wr*" stfi r 

LOP •WlFPW/lW* r 3 1 TTfl 1C+I 
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47*0 LnflCK*z?,T;ULCjncn!i TrmF+i?,T;rr?. 

4 r301j RETURN 
60B01GO7UPTi F. T7B' ■ 

5010 P. "twit p.Kvun.nn stfulntes the-' 

F, "EVOLUTION 0JF B OTLJ0HT OF CELLS"' 
P. "OVER SUCCESSIVE GENERm I 0N5 . - • 

R. B IN F&IU R WNLE MITH THE * f " FOLLOW I MC PULES* 

SOB COS* 1 i CtJ5.fl ! P. R3B* * ' ' 

•m P.-fl LIVE CELL WILL LIVE IP IT NN3 JUST Z OR 3 NEIGHBOURS" 
6070 P, " HDR. I ZTJNTPLLT . VERTICPLLT pP" ' "PIFCONRLL^ . "* 
6000 P, fc WJTH OVER 3 MElGMEO*^S; IT HILL"" 
0030 P^DIE PROfi OVERCROWD INC-"' 

8100 P. -WITH LESS Z i IT WILL pit" ' "OF LCNEL I NESS , " " 

6110 P. "IP «N EHPTT LOCHTION KIT? rxPCTLTJ rfritSH0OUR3, " 
61Z0 P. M R NEW CELL HILL CCETJRN. " ' 

6150 ccsum J^30su^n-^.»^w• , • * 

r. ' TDU nUST SET UP THE INITIAL" ' "rTTTTC^" Or CELLS • 
P. "USING THE" r "l?OU0LE-HEni?ED BRTOH KEY! RT THE LEFT OP " 
P. "THE ITYBO«RD TU nOVC n ""TflE UUP 5 UP f MM ITT iOUP*C \ " J 
PRESS SHIFT TO REVERSE THE*" * CURSOR HUVEPeNT * *" 
fwezz zrrrrrcntt to t^epte op" j 



£020 
6050 
6040 



6140 
6130 
*J1E0 

E1T0 FV 

r« 



?7T*J 

4310 
«7Z0 

47-7 
4350 
40T0 
5700 ' 
4330 
4400 
4410- 
44E0 
4430- 
*4«0 
4*50 
4460 
4470 
4450 
4430 

'TIE 
4020 
4330 
4340 
4730 

4 TP? 

4370 
4610 

452B 
465B 
4640 
4C3B 
♦660 
4670 
4650 
4630 
I "7? 
471 B 
47ZB 



jpf rot 

GC4 WTS 

PBZ 

LDPKR+Z ".■ Y 

CNF 03JBEO. OT3 BIRTH 
OTP 0JJBNE CUE DEPO 

ctif eco ceo sTrrr live 

COB 

LOW 50 

OCT 

3rmie",Tj stp f+4 
jpf?E- 

lop eu bf1_ cc7 

335 LDP 9< P+ZT3 TJ,*" 1 P BP^Z^B 

LOP TS^ IWEfV TlfPF I STP R 
LOP Br D*ZT3 JMPP00/ESB J STFI R+3 
LDN TCD+TTT-TlillFFJSTP. K+Z 
LOT 113 

550 LOT 140 
533 JSR SSI 
OCT J CRT 0Z0J PNC 333 
SEC.! LDP RJ SBC ritS STPJ K 
BCS SS4" DEC R+i; SEC 
334 LDP K+ZJSBC 000/ 3TB] R+Z 
BCS 3S3i DEC R+3 
333 DE7 1 BPL 352 
RTS 

551 LDPRK7.T; BEG S38 
STT R+4 

TTPtSEC ; SBLHil l Tm; JSR 550 
337 LOT R+4/ LP ttll > 0EO5S5 ) DEY 
jsr 3313 ! irrr;rrn!40; HEOSS10 
333 IWTi J3W 551 3/ PET 
SS1B CFPBia.:PTS 3511 
TTNJCLC:BDVSl3 , JTrrf.' JSR 33S 
3311 LOT R»«JITT3 
333 LDP R+4;0P!nrSl fiCOSSlZ 
JSR SS13 

SS1Z INT : JSR 3S13 
LOP 7+4 : L-I'iri!*6 iBEQ 5SB 

INT J JSR 5515 



613B 1 P. "DELETE P CELL NT THE CUPSOR PCP5ITICH. " ' ' 

6Z0JV RETURN 

7B0B1P. -TRPTCE33 BT Pi -eO H H TO CONTINUE*** , L I N1T1F7E7 ' PfTuPH 
3BBBWG03UBPi '> P ■ R3TJ ■■■*** 

?C1? PRIN-'UHP- SENCTPTTT-i WOULD" ' "TO 1 . 1 LIKCT"* 

302fl>^PRINT-TTPE N NUHTEF PTTWFF'i B r f»,*t ' " PND 3 r 3L0WJ" 
W.w T " ■ NMD PRESS PETVRP " " • *W 
?040 IF LET^WJl COTOV 

j-vrm i v "nj^n^s of "nj^n^t? &orij< 

EOSB WTH-BSBTTloe 
3 p T WETUPN 
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RUNS ON A 
TRS-80 




] 





Entrapment is a deceptively 
simple strategy game which can 
be seen as a struggle lor living 

space. 

One of the best two -player 
games around, it requires fast 
reflexes, good control and the 
ability to think on the move and 
outwit your opponent. 

Skill determines the outcome, 
yet it can be played and enjoyed 
by a four-year-old, the controls 
are that easy to master and the 
game's objectives so obvious. 

The aim is to move a growing 
life-line into free space on the 
screen. That is space not taken- 
up by your own "tail", your 
opponent's "tail" or the bound- 
aries of the screen. 



As the screen gradually fills, 
so certain areas of it are cut of I 
from one or both players, The 
winner is the player who can cut 
his opponent off with the least 
space to play with. And then just 
avoid mistakes until his oppo- 
nent runs out of room and is 
forced to hit an existing line. 

Take care not to reverse direc- 
tion, as this is judged as running 
back into your own "tail"* 

The movement instructions are 
included in the table below: 



Movement left player right player 

UP W P 

RIGHT S ; 

DOWN Z 
LEFT A L 




15 CLS 
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5SBS5SST- 

52 0 pi**** 

MS**- ^ 

ass***"* 

71G 6QT05« 




iocs CLS 

imi wiwtwi'W ' tn ,«r 
loio nw ' " *J .... 

tOM PBIHTM«IS IS WE BM* 
Tow OF THE INC. 

uoo wW _ MMtcn of t»o 

USD WW UP 1 
V240 KTUW 
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THREE 

SINCLAIR 
1K WONDERS 



Many games players find the 
limits imposed by IK of memory 
as a frustration ta be borne until 
they nave saved up enough 
money to expand their computer. 

Others accept the challenge 
to produce a worthwhile game 
within these restrictions and 
apply themselves via a little lat- 

The first of our IK wonders is 
Android Attack by Michael Kin- 
caid and David Chapman. 

The aim of the game is to 
shoot down as many advancing 
.androids as possible before three 
escape your fire, 

One point for each ailing alien 
and once the score gets past 10 
the going gets harder as the 
creatures start from closer-in. 
'he game is over when three 
androids have escaped. 

To move your gun, the com- 
mands are: U- to move up; N~ to 
move down; F- to fire. 
The variables used are: 
K = Your score 

C = Number of androids that 
have passed you 
D = Where android starts across 
the screen. 

P = Line where your gun is. 
S ■ Line where android is 

printed on. 

V = Movement of your gun 
T = Count for moving android 
across screen, 

lain Mc Williams Mole game is an 
original test of foresight and dex- 
terity. 

The program simulates a mole 
diving deep into his burrow. 
Unfortunately he is blind and has 
to be guided down using the "N" 
and "M rr keys on the Sinclair 
keyboard. 

Projections which have to be 
negotiated, stick out from either 
side of the tunnel and a point is 
scored for each move until the 
poor mole stumbles into a wall. 

For such a simple game it is 
surprisingly addictive. 
List of variables: 

A = FOR ... NEXT loops and 
position of passage 



era I thinking to come up with 
some of tJie most imaginative at 
computer games. 

Here we present three such 
games, kindly donated by our 
inspired readers for Sinclair 
ZXBT owners to try out; Android 
Attack. Wale and Catch-a Bag- 
ol-Swag. 



P = Position of mole. 
R - Character at mole's 

position, 
S - Counter of score 



next 




List of subroutines: 

At line 20 = print out passage. 

At line 24 = check for next posi- 
tion of mole Print out mole. 
Increase score and create 
next position of mole. 

Calch-a-Bag-of-Swarj by Julian 
Downes invites you to catch the 
money as it falls in bags from the 
bank above. 

You have control of a catching 
"bucket''' which can move left Dr 
right, using the "5" and J, 8" keys, 

The bags are of random value 
and you must catch as many as 
possible to make the "blag" 
worthwhile. Once 15 bags have 
been dropped the game starts 
again, A check is kept of the 
highest score so make sure you 
catch the valuable ones, 
A rundown of the program fol- 
lows: 

10-30 — assign variables - H 
- High score X - catcher posi- 
tion S - Score. 

40 — M counts the number of 
bags dropped 

5fl_6u — A determines (ran- 
domly) which bag falls B deter 
mines | randomly | its value. 
70 — displays bank 
80-140 — Makes bag fall & 
moves catcher 

160 — Has catcher caught bag? 
170-190 _ if "Yes jr then adiust 
score 

200-210 — otherwise continue 
220-250 — Once 15 bags have 
been dropped, check for new 
high-score and adiust if neces- 
sary, Then start again. 



ANDROID 
ATTACK 



BY MICHAEL KINCAID & DAVID CHAPMAN 



1 LET K = 0 

2 LET C = 0 

3 LET D = 1 

5 LET P = 4 

6 LET S = 4 

20 FOR T = D TO 28 
30 PRINT AT S,T; " ■ ■- 
35 PRINT AT P,25; " <' 
45 LET V - 0 

50 IF INKEY $ = "U" THEN LET V = -4 
60 IF INKEY $ = "N" THEN LET V - 4 
65 IF INKEY $ = "F" AND P = S THEN GOTO 200 
70 IF P+V < = 3 THEN LET V = 0 
85 PRINT AT P.25; " " 
90 LET P = P+V 
100 NEXT T 

105 LET C = C+l 

106 IF C = 3 THEN GOTO 230 * 
110 LET S = INT (RND x4)x4+4 
120 IF S > - 16 THEN LET S =4 
130 GOTO 20 

200 PRINT AT ST; " 

210 LET K = K + l 

215 IF K> 10 THEN LET D = D +2 

220 GOTO 110 

230 PRINT "SCORE = rJ ; K 
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BY IAIN MCWILLIAMS 



2 FOR A - 1 TO 10 

3 PRINT ■ B' J 

4 NEXT A 

5 LET P = 3 

6 LET S = 0 

7 LET A = INT (RND * 5+1) 

8 GOSUB 20 

9 GOSUB 24 

10 IF R - 128 THEN GOTO 30 

11 IF RND- 7 THEN GOTO 8 

12 FOR A = 1 TO 4 

13 SCROLL 

14 PRINT AT 9,0; ■" 

15 IF RND -3AND A -1 AND A 4 THEN PRINT AT 
9,P;"B" 

16 GOSUB 24 

17 IF R = 128 THEN GOTO 30 
IS NEXT A 

19 GOTO 7 

20 SCROLL 

21 PRINT AT 9,0; ■ ■" 

22 PRINT AT 9, A; " " 

23 RETURN 

24 PRINT AT 3 r P; 

25 LET R ■ PEEK [PEEK 16398+ * PEEK 16399) 

26 PRINT " +" 

27 LET S = S+l 

28 LET P = P-HINKEY $ = "M") - UNKfeY $ - "N") 

29 RETURN 

30 PRINT AT 4,P; S 





SWAG 



BY JULIAN D0WNES 



10 



10 LET H = 0 
20 LET X = 0 
30 LET S - 0 
40 FOR M - 1 TO 15 
50 LET A - INT (RND * 12) -2 
60 LET B - (INT {RND 
70 PRINT AT 1,1; " 
80 FOR Y = 1 TO 9 
90 PRINT AT Y r A; Q 

100 IF INKEY $ = "5* AND X<X) THEN LET X - 
X-l 

110 IF INKEY $ = "8" AND X -U THEN LET X = 
X +1 

120 PRINT AT 10X " ■■■ " 

130 PRINT AT Y,A; " " 

140 NEXT Y 

150 PRINT AT 10, A; 0 

160 IF A < X +2 THEN GOTO 200 

170 LET S *= S+B 

180 PRINT AT 0,2; 'SWAG = £"; S 

190 GOTO 210 

200 PRINT AT 10, A; " " 

210 NEXT M 

220 CLS 

230 IF H<S THEN LET H = S 

240 PRINT AT 0, 12; "HI-SWAG = £"; H 

250 GOTO 30 
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THE PERFECT XMAS GIFT 

THE FIRST FULL 
FEATURED COLOUR 
COMPUTER AT 
UNDER £200 1 I 




YOU AND YOUR FAMILY CAN ALL 
ENJOY THIS TERRIFIC NEW 
MACHINE 

LOOK AT THESE FEATURES 

* Sound 

* Colour 

+ Programmable function keys 
+ 15K memory, expandable to 32 K 

* Uses standard 'Pet' Basic 

+ Full size typewriter keyboard 

* Graphics character set 

* Plug-in memory cartridge 

* Low priced peripherals 

Get hold of yours from us 



437 Stoney Slmton 

Road, 

CavGnlry , 

CV6 SEA 
W*it Midland! 
T.I: (0203) 86444 



IBEK 



ADD A PROFESSIONAL 
KEYBOARD TO YOUR 

ZX81 




No de-soldering necessary 
- just plug in. 

Full travel keyboard as 
used by international 
computer and terminal 
manufactu rers. 




£2895 

including V AT 
poit& packing 



"All -you -need" 
easy to assemble 
kit comprises: 

One piece 47 key keyboard module titled but not soldered to double 
sided printed circuit board, connectors; simple p5ug-m flexible cablet, 
screws, mounting feet and legends. Two-part keycaps with buttons 
pre-assembled on keyboard and clear protective chp-on caps for fitting 
afier legends have been positioned. Comprehensive assembly instruct 
ions supplied with each kit. Allow 2B days tor delivery, 

fpiease send keyboard kit(s) <5) £28.95 each, cheque or 

1 postal order made payable to: cvg jah 

1^1^ COMPUTER KEYBOARDS {dept. i I 

I I A. Gierwiale Pjrk, Per nban k Hoa-d, Ascot. Berkshire 

■ ^™ Phone-a-Leaflet 03447 4731 

Please ensure your name and address are clearly stated J 



IK ZX81 

ADULT GAMES 



SI 





FED Uf WITH 
,.f SAME OLD K GAMFS ? WE Afif 
FC*GET THE KCS STUFF GET STUCk INTO OUR 
GROWN -JF GAMES FOR JADED MiNDS ALL CftONAL ANIMATED 
GRAPHICS ExOulSUE BAD TASTE NOT FOB THE SQUEAMISH 




ALL THESE WOtfAMS ON CASSETTE 
WCLULXNC. POSTAGE. * Rf VCHTINQy 
DESi WHivl iNSTRUC *lONS Sf NO 
TO DEPT CVG AUTOMATA LTD 
& O b5A OSBOfiNF * 
£ O OO .', AJTH pqs 

IWE Ll MARKET YOUi PVOt-KAMS SAt fQV E>E»AIlS) 
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MAL FUNCTION 



SNAG JNR 




T, HITCH 



SCREAMING 
FOUL UP 




PLEASE LEAVE BY THIS 
MACHINE :± SIGNED PHOTO 1 
OF TERRY WOGAN- A CSPy] 
OP HUBREVSKV& SVMOTOM 
ANALYSIS VOLUME i_ 

A CHRISTMAS PUT> WITH 
LOTS OF BRANTJT BUTTER 
L ANX3 AM AJ>AM ANT MAKE -J 
UP KIT * OR WE WILL, 
CO YOUR ELVES \ ! * 



f 



& 5££/V SfiXtNG THAT 
C£ CHAtSTMAS MORNtNG 
I CANT &ET RfD OF fT / 



_r rois you 

HE'D SET THE 

^ we Gar tf£AVY: 
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The 

Essential 

Software Company 





THIS IS NOT A 
PRACTICE DRILL ! EARTH 
IS BEING INVADED 
ON YOUR TRS80 & Vcm E 

Galaxy Invasion 



m » 




The newest and most exciting invaders 
type game yet! Cruel and crafty aliens 
attack Earth. You are the sole defender. 
As you fire your laser at the aliens 
they swoop down and bomb you, 
Exciting use of graphics 1 Must be seen. 

TRS 80 Level I & II IGKTape 

Vi dec Genie 1 6K Te pe 

SuperNOvA 






Attack Force 

Dodge the alien Ramships and fire 
missiles to destroy them before they get 
you. The alien Flagship uses his deadly 
laser bolt to transform a Ramship into 
another Flagship or into your ship's 
double. Look out! Destroy your double 
and you could destroy your_eff 

TRS&O Level I & M 16K Tape 

Video Genie EG30O3 1&K Tape 

Robot Att 



Now The amazing ASTEROIDS arcade 
game for your TRS 90! Your ship is 
floating in the middle of an asteroid belt 1 
Your only escape is to destroy them and 
the crafty alien spacecraft' Blast them 
with your laser, thrust, rotate or hit 
hyperspace to survive 1 

TRS BO Levels I & II1GK Tape 

Video Genie 16K Tape 



qobbU 





MAN 



Cosmic Fighter 

Your tighter appears below a Convoy of 
Aliens! If you destroy them another set 
appears who seem to be slightly cleverer 
than before' Soon your space station 
nears but before you can dock the station 
comes under attack! Survival is up to you 1 
The excitement is just beginning!! 

TRS 8-0 Levels I & fl IGKTape 

Video Genie 16 K Tape 

30 Adventures 

3-D means 
full screen _ 

perspective format as though you were actually there! This "rat's 
eye view adds an entirely new dimension to adventure. 
English language commands can be entered at any ti me to manipu- 
late your environment. The command sets are extensive and sophisti- 
cated. Dozens of objects are scattered throughout the mazes and 
buildings. You can pick them up, burn them, throw them, etc. You 
may need the sword to fight oft an ugly little man. Or a steel rod to 
hold apart crushing walls. Deathmaze 5000 and Labyrinth allow the 
traditional one and two word commands. Asylum incorporates our 
Advanced Language Interpreter (ALI). which allows full sentence 
input. 

Death maze and Labyrinth consist of over 550 locations) 
■Asylum tops 1200 locations! 



TRS 80 Levels I & II 16 K Tape 
Video Genie 16 K Tape 

The Newest and Most Astounding Arcadf* 
Game that talks has jusr Reached Planet 
Earth. You can't help yourself You have to 
slop them at all cosl Don't let up Written 
especially for high quality graphics you'll 
simply be dazed and excited by the action 



Watch out behind youl 
As you hurry through 
Ihe maze collecting 
your energy 



modules youscore points But don'tietthe 
Gobblemen catch you, If you are crafty, 
sneek up behind them and neutralise them 
to gain extra points. Just keep a watch 
When they attack you they come in fast 
Just don't lose your nerve 

TRS 80 Levels I A If 16 K Tape 

Video Genie 16 K Tape 



i that as you wander througrVthe maz£± and buildings, Jill 
graphic display constantly shows your position in a 




THE ESSENTIALSOFTWARE COMPANY 
(Viscounti Ltd.) 01-8373154 
47 Brunswick Centre, London WCIN 1AF 



I haven 
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EVERY adventure needs a few 
idiots (sorry, heroes) brave 
enough to test its terrors. So the 
computer must be able to decide 
the player's responses to given 
situations. 

Following the arrays which we 
set up in the last issue, we will 
now make our adventure prog- 
ram recognise and act on the 
player's response. Let us assume 
that this will be in the form of a 
verb followed by a noun. We will 
assign Rl$ to this and say it is 
"TAKE KNIFE"; 

300 FOR I = 1 TO LEN <R1$) : REM 
set up scan of Rl$ 
310 IF MlD$mi$,U) - " " THEN 
340 : REM find position of space 
320 NEXT : REM space not found 
330 PRINT "REPLY USING TWO 
WORDS" : STOP : REM temp. 

error message 

340 LET R2$ = LEFTs(Rl$,M) : 
LET R3$ - RlGHTs(Rl$,LEN(Rl$) 

-1) 

We now have R2 - TAKE and 
R3$ = KNIFE, and must check to 
see if they are valid words — 
and if so, find their numerical 

identities. 

All that we need do is to uni- 
quely identity each word and 
can achieve this by using (say) 
the first three letters of each 
word, to establish strings like: 
LET WIS = "DROTAKKILTUR . . . ' 
■ REM drop take kill turn 
LET W2$ - "KNIFISCOWAXE , . 
." : REM knife fish cow axe 
we can identity our words so: 
3S0 LET R4$ = LEFTs(R2$,3): LET 
R5$ = LEFTs(R3$ i 3) 
360 LET C$ - WIS : LET CCS - 
R4$ : GOSUB 2000 

Line 350 standardises the var- 
iable names for entry into: 
2000 FOR 1 = 1 TO LENfCS) 
2010 IF MID$IC$,L3> = CC$ THEN 
RETURN : REM found it 
2020 NEXT : REM not found — try 
aqain 

2030 LET 1 = 0: RETURN ! REM 
not there — set I to zero 

On return from this subroutine 
ii I = 0 the word is not valid and 
we can continue: 
370 IF I - 0 THEN PRINT "I 
CAN'T'; R2$; "SOMETHING" : 
STOP 



wV l\ you 

Oeathmaze 5QQ0 is a remarkable 
adventure. II is brilliant! It is mad- 
dening! That could be why its sequel 
is called "Asylum 1 '. 

Author Frank Corr, was an 18- 
year-old Freshman at the Mas- 
sachusetts Institute ol Technology, 
when he wrote Deathman after 
writing an English Research Paper 
on machine language. 

Deathmaze is displayed graphi- 
cally as a maze in perspective. Only 
forward movement is possible, by 
depressing the "up" arrow key. 
Movement in other directions is 
achieved by turning on the spot, 
using the remaining arrow keys, and 
thence moving forward. 

A 'save-game ,p feature is pro- 
vided, which is just as well since the 
maze is reputed to have 500 cells 
spread over live levels. I can't verity 
this as I haven't managed lo visit 
them all yet! To the side of the 
graphics is an updated inventory ol 
objects and torches carried. 

As you move you will occasionally 
come across a hoi lying on the floor. 
When over it you may open it and 



take the contents by typing the 
appropriate instruction. 

There is no prompt — hut, as il by 
magic, your words appear at the top 
or the screen. On hitting enter, the 
response replaces the instruction. 

So what goodies are in the bones? 
Would you believe a precision 
crafted frisbee? A mutilated 
sneaker? Hazards include execution 
by invisible guillotine and starvation 
if you have no food when your 
stomach starts grumbling (eating the 
sneaker only gives you heartburn!} 
— and — "That Room" I! 

"That Room" has a way in — but 
please, please someone out there — 
is there a way out? What is the 
significance ol the difference bet- 
ween 317 and 317.2? I have taken to 
listening to the BYRDS (turn turn 
turn) and resorted to Bible reading 
(fcclesiastes Chapter 3 Verses 1 to , 
. .). I have tried reversing and turn* 
ing. 317 - LIE??? Intrigued? Buy it 
and join me later in the Asylum! 
• Deathmaze is available in 16K lor 
the TRS-80 and Video Genie from the 
Essential Software Company bul the 
32K Apple version, only, from Med. 
Systems Software in the US. 




However, in this case I = 4 and 
TAKE has been identified. We 
can now re-assign C$ = W2$ and 
CCS = R5$ and go on to find the 
noun in the same way. First 
though, we must remember the 
value of I before it is changed on 
re-entering the subroutine. 
380 LET Kl - I : REM now go on 
to find noun 

As the program builds up, 
inevitably the strings holding 
valid words will lengthen, 
increasing the scan time of the 



FOR-NEXT loop. Can we speed 
things up? Yes — the trick is to 
amend line 2000 thus: 
2000 FOR 1 = 1 TO LEN(CC$} 
STEP LEN(C$) 

Since the words are now in 
three-letter blocks we can step 
by the length of the block and 
reduce the time by 2/3. 

The second trick is really an 
illusion! Place the most fre- 
quently used words at the 
beginning of the string and the 
rarer ones towards the end. 
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Find out why the At 
the best home com 
your nearest Miaocompuf 
at Laskys or write tc 
Microcomputers a 
Freepost 
Liverpool 
L2 2AB 
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and ask for a free Atari brochure. 
We have large stocks of all 
Atari microcomputer products in 
all our shops. 
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LA/KH is the largest specialist Hi-fi chain in Europe, in July 1980 they acqi 
Microdigital - an independent, specialist microcomputer store based in Liverpool. 
Since then specialist microcomputer departments have been set up within selecte< 
Laskys stores under the Microdigital name, these have now been renamed 
Microcomputers at LA^KY£ 

The Professional Microcomputer Retail 
0 Outlets Nationwide & Mail Order 




with 



BIRMINGHAM 

I Qs 1 1 CorpomNor* Street. Birmingham B? 41 P T t l 02 I 63/6303 
Manege* Pen* Srdlard 300 yard* from Mlnng Centre 

BRISTOL 

lftr'20 Pb™ Sue** Bm<d 6S1 3 AN Tri 037? 50421 
Be'ween Holiday Inn nrid C 4 A. 

CHESTER 

ni*fon_,m, Norrtigai* St#eet. Oieirer CHI ?B2 Tel 02* A 3176*7 
Npjit rp fhe Town Hall 
Manage* Jeremy Aihcrolt 

EDINBURGH 

A S* Jomes Centre Edinburgh. EH I 3SR Ul 031 556 6? 17 Manage* Colin Oraper 
Eatf end of Pnncei SrreeV 51 Jam** Centre 

PRESTON 

Pr**lof», Pfit IHR. Tel 0772 59264 Manager Jim Comnky 
Dcvcrh/ u<-ide* Guild Hall 




MANCHESTER 

12/14 5i Mary's Gare Markef Slreer. Monchesler Ml IPX Tel 061 B27 6067 
Monoger Leiry Jacobs Corntsr of Deontgotr 

GLASGOW 

22/2* Wen Nile Streei, Glasgow G7 2Pf T-l 04 < 726 3349 
Between Bvchannor'- Street and Cenrrol SPotion 

Manager David Lrvinq>ron*< 

SHEFFIELD 

58 leopold Street. Sheffield. SI 2GZ Tel 074? 750971 Manager Jxjihm Rowlei 
Top of >be Moor opposite Town Hall 

LIVERPOOL 

33 Dale Sfreet l^rpool, L? 2HF Tpl 05 f 2 3* 2828 Meager Mar t 
Between 'Se Town HaN and Mag>stra'« Court* 

LONDON 

4? Iotrenf*am Court Road, lonoon Wl 9R0 T*l 01 636 08*5 
Manager Vain Demoitfienri 

Mail Order 

Microcomputer* at laskyi FREf POST (No stamp required! Liverpool \J 2AB 

Of|*i 'q! cde** welcom* urtlh normal 3D days crudil eidertdrd Id bono lids commercial 
and oowmmrM Drqani valon* 

24 Hr telephone Cr*di1 Cord Order* 051 236 0 707 

c 
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Lcijkys. lb* retail dwsjon of the Lad broke Group of Comparnei 
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A storeroom which is 13ft square 
has in it three pyramids, all of 
different sizes, built from foot- 
balls each 1 foot 6 inches in 
diameter. 

The pyramids have triangular 
bases (e.g, one on top, three on 
the next layer, six on the next 
and so on)* It is noted that the 
number of layers in both the 
smallest and largest pyramids 
together is twice the number of 
layers in the other pyramid. 

Using all of these bails it is 
possible to construct three 
pyramids with square bases, so 
that each pyramid has a differ- 
ent number of layers and is also 
different from the number of 




ACROSS 

1. Health giving computer diet 
such as 19 might bring his 
mentor (2> 5, 3, 1) 

8. 'Terfect" as the Blackjack 
program might say at the 
start (5) 

9, Came to the point about 
E.D.P. rate (7) 

11. Micros made of tiny nuts (5, 5) 

12. Unpretentious integer (7, 6} 
14. Thoroughly proficient but 

now obsolete chess computer 
(10) 

17, Printer drive on the farmyard 

(7) 

18, One of the wise men plotted 
on the screen (5) 

19, Mr Chip's favourite computer 

(8, 3) 
DOWN 

2. Sounds like the mistake in ET 
x = 1 at this time of year (4) 

3. Like VlC's screen and 
Joseph s coat (13) 

4. Install a terminal part in the 
future (5) 

5. R2D2 characters! (13) 

6. B.A. or I.B\M. programmed to 
produce a Galaxian missile 
(3, 4) 



layers in each of the triangular 
pyramids. 

(Square based pyramids have 
one ball on top, four on the sec- 
ond layer, nine on the next and 
so on.) 

Can you tell me the number of 
layers of balls in each of the 
triangular and the square 
pyramids? 




a puzzle and set it out as a prog- 
ram. These lend themselves to 
solving by program. If you are 
more literary minded try Nev- 
era's Crossword and see how 
you get on. 



WINNERS 



Two bottles of champagne are 
up for grabs on this page every 
month. The first correct answers 
out of the hat for both the Mind 
Routines problem and the 
crossword on 15 January will 
have bottles oi champagne 
rushed to them, Ian Pedder's 
Mind Routines problem will test 
both your ability to think through 



Our November Mind Routines 
puzzle proved very hard. Alan 
Lireen oi Reading Road, Win- 
nersby, Wokingham was one of 
the very few who managed to get 
it right. Mr B Green of Anchorage 
Lane! Sprotbrough, Doncaster 
was first out of the hat with a 
correct Nevera Crossword solu- 
tion. 

See page 11 for the solutions to 
the December issue's Nevera 
Crossword and Mind Routines. 




7, Micro in the lost and found 

columns? (7, 3) 
10. Undressed and reduced in 

dimension (10) 
13. Having the will to test a 

Texas program segment (7) 
IS. Obey the tennis game 



instructions to start with (5) 
16. Program control structure 
bag (4) 

• For details of Computer & 
Video Games competition rules 
see page 1L 



GRIPE OH HE 
MONTH 



GRIPE of the month goes to all 
those makers who do not supply 
transistor pads with their kits. 
This would do away with all 
those blown transistors I have 
come across — especially in the 
ZX81 — owing to excess heat 
when soldering. 

Although I have been critical 
of the ZX81 in the past I do have 
some good news for those of you 
with problems. It appears that 
Sinclair are prepared to repair, 
free of charge, machines which 
have been opened or even tam- 
pered with, so long as this was 
not the reason for the fault. 

They also have a very good 
spare parts department which I 
have already made use of. I 
made the mistake of packing the 
ZX81 with the power supply, 
which indented and ruined the 
keyboard. Oh well, you live and 
learn. 

Now for a little kit building 
advice. Although, in some kits, 
the components come preformed 
ready for insertion you should 
always have a pair of pointed- 
nose pliers handy, if only to stop 
finger burns. Where there is a 
need to bend up components it 
should be done with the pliers 
between the component and the 
bend. 

If you are not quite accurate at 
first and the component does not 
fit correctly, do not force it in. Try 
again by first squashing the 
bend flat. Do not attempt this too 
many times as the lead will 
eventually weaken and break. A 
drop of solder on the bend, once 
the component is in place will do 
as a bodge if this happens. 

Remember that the lead is 
only held onto the component by 
the moulding. Any undue force 
may break this contact which 
would leave you with an invis- 
ible open circuit. 

A helpful tip when "building 
up" the components in layers on 
the board is to use a piece of 
sticky tape to hold them in. The 
other way is to use a piece of 



foam to turn the board over onto. 
This allows for components of 
different depths to be soldered in 
at the same time. 

When it comes to chip holders 
I am bound to complain, not only 
about the kit builders but also to 
the suppliers. So many times 
have I seen holders raised off the 
board, if not at both ends, then at 
least one. This leads to 
increased stress and strain on 
the pins and, with the great 
number of times kit builders' 
heavy hands get to them, even- 
tual fracture. 

Besides this, it is often the 
case that holders are supplied 
which are not, in my view, suit- 
able for the usual punishment^ 



solder in all the components 
before the holders as they are all 
very close together and can be 
very fiddly. 

Tangerine have made the 
commendable decision to supply 
most of their expandable system 
in cost-saving kit versions as 
well as pre-assembled. If the 
other boards are of the same 
high standard as the Microtan 65 
there should be no problems. 
Make sure, though, that you 
have made all the links on this 
board as directed, I forgot and it 
took me a while to figure out why 
I could not get it going, 




Generally these are of the open, 
Molex type which are quite suit- 
able for flow-solder, production- 
line assembly but not for kits. I 
prefer to see the totally encapsu- 
lated versions which seem to 
stand up better to the rigours of 
kit building. 



OPEN UP A 
TANGERINE 

, 1 



One kit that uses this type of 
open socket extensively is the 
Tangerine Microtan 65. The 
board, however, is so well laid 
out that each one should go in 
with no trouble at all. Be sure to 



Tangerine have a very good 
service department which 
accepts problems over the tele- 
phone and is very helpful. There 
is also a Tangerine User Group 
which aims to help the beginner, 
as well as the advanced owner, 
with his or her new machine. 

If a company is prepared to 
offer its products in kit form then 
it should also be prepared to 
answer problems from the 
public. Most do, but it may pay 
in the long run to find out the 
ones who do not and keep away 
from them. On the other hand, 
there may — as in the case of 
Tangerine — be a user group to 
which you can turn, if in diffi- 
culty. 
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THE SHARP MZ-80K 
HAS GOT IT ALL 



rOP PRESS... NOW AVAILABLE 
BASIC COMPILER 
ASCAL (CASSETTE BASEOT 
OUBLE PRECISION DISC BASIC 




Since rts introduction the Sharp MZ80K has proved to be 
one of the most successful and versatile microcomputer 
systems around. Sharp now have a comprehensive rangeot 
products ready to make the powerful MZ-80K with its 
Printer and Disc Drives even more adaptable 
Products include: - Universal Interface Card, Machine 
Language and Z-80 Assembler packages, CP/M* plus a 
comprehensive range of software 
* Trade mark of Ogital Research Ltd 

GET IT ALL HERE 

_ . Ul Jll DLlKlH 



Vow II tind all the txHp and advice you need about the rW 80K at your 
Spet ulisl Sharp Dealer in the list below. 
If there is no dealer in your area.. Of it you require any lusher 
information write to: - Computer DtwaonShaip EtectronicMUKJ ltd 
Sharp Houve Thorp Road.Newton Heath. Manchester M109HE 




AVON 



E Ltd., 

i Ltd . 



tie Ltd.. 



SiAMINCMAM 

Electronic Bwl»nn% S>ite*n* Ud. 

Omnjjti^n "fen 071 184-25*3 
Jjx Reil Ltd 

airnmrfi.jrr. In 021 1264555 
Nl?w * e a,Cfl*npulifi B S^ Lid 
»rrfMr#lJjn B26 
U 021 70? 7170 
BUCKINGHAMStt'RE 
Cui»y't MKrtrtytfemv 
IM.W|«nnM.« IWW402W 
^tr- a ,;,fampar*ii'<Ltd 
A*MtfWfc1M 024O3 22»7 
CAMBfilOGE 

The Av*ty Compute ( Co Ltd.. 



(hnlrrH 0J443BCJ123 
Ch*n« worth (rf Crew* I W . 
Crewel* 0270 5tW 
ChuHos Product*. 
Nfw Mil IK New Mrf*44l44 

Chester TH 02+» 31 7549 
Brtch* Wart»iln«>0» UdU 
Hair TH 061^6926 
r«e*beii CornptrtHig Sto»» Ltd., 
SUrjkWt TH 061 491 2290 



L>^ i.riMJp l !>l 

Wamngftn TH QSJ56W1 

Vv^mnkir M WHS "4WB 
CLEVELAND 

HuntriH Cgmpuler 5««™ UdL 

Slwktoii-Lri-TM^ TH 06*2 r69?09 
Irtle. DjuIm ltd.. 

StoLkton-on left TH <M2 7SV5<J 
DEVON 

CryiHl LleclronmLld.. 

TorqiriV 0801 736W 

Plymouth Cflnripubpri. 

pynckith TH 07W 33042 

DURHAM 

Neec0*.(DFILld 

I JnrinriDrtW 0325695*0 

Pvu#rj1^ lid . 

V*ntd*-(*i. W TH 0707 135298 
■iVt idmg. Other Iqu'U""!'"'! 
Ultra » Ot51*l475 
GLCHXfSTfUSHWt 
Cioucrtterthire Shop 
FquiprrwmtlM-. 
fUmmm TH 0*52 «»I2 
The Cemoiftof «i*c*. 
rhrttrnkam W 0242 58*343 
HAWUMHIAI 

A*r*m*d ainirwi* f oflorpft 

New MJtai TW 0425*18181 
Kit^rl 'SyltMH UdL 
VJuriymrtpnTH Q7TJ-1 M69Q 
HEREFORD 
BMP' 

L<Tw'Dr*tfMjhrti >i 021*43 *&i2 



HUMB-tRSIDE 
Coifiwioil SVjhum Ltd.. 
. .... r.. triK.* >36O0 
S.1lojnCh*C*ntre. 

&ymt*TfeTo*7j 45351 
MWt 

T*ch«iDlii*iuropiUtf . 

ToyihndBeWHK wt '3692 371 1* 
v',^.. Cervicw lfl*on>tey5LW. 
eVcrWevV 014*088^ 
UNCASMIIU 

RflrttmrtjJITe* 0706229125 
iumitJIitMlroniCiUtd., 
s>,rrt™-.Tf> Q772 516K. 

Tr* Micro Chip Shop. 

Blackpool TH 0253 403122 

LEICESTERSHIRE 

CiHwrt Computer^. 

L ubP"h*Hi Tfl 0B53 65ETW 

GW. Cowl trig Lid, 

temper Trl »33i SW232 

Lei»S4»r Conifj^irijl C««itrr. 

lf«nun KH i7J3J5&f6B 

Mjy^H- r, 

LeKffittr W 053122212 

UttCOLNWlM 

Hown Elect* Auiom Seivj.. 

ijn;<3(n ff 0W2 3^1.** 

Z. ft. Builn»*% CDnsu*t»*rtt. 

I recti TH. 05J7 ?1«1 

I.ONDON 

8rid«w*t*r Acunifldi**. 

gWte&mW mdd60UO 
Hjtrl Cam,., Ltd 
Hertdm TH 01 202 I l/fc2 
CrrttH»Oilcul*IBrtU«k 

UKidcnEC2 W U4 739 55M 

L^iAnwaTH Of93?7S« 



r>,iP,lJl De*iitn*»iiiLle'*Hap™riir. 

Euro- C«k Ltd., 

Li3rtdOfltC2 Tel 01 ^J-J^^W 
UonC«mpu<inRShorx Ltd.. 
t,-rf»darWl TH D* 637 16C 

London lC2 TH 01 77? »35 
Sumiotk U»ftdj*ti Ltd,. 
LflndtmECI W 01 3532447 
MANCHESTER 
Thr Rytr-Shop. 

MWiMtfl M1 TH 0f)1 2364737 
SiimlotV Election* Se««« Ltli ■ 
tuVuYhnln M^ M 061 83* *i J3 
MER5EVS.IDI 

grfil Ltd.. 

TTH 227 Wl^ 

Bondflirt (tut An^H) 

hJonwilV 0603 262 W 
NCJftTHAMFlOMSHIRF 
CtHTipuler SuM'm.irkPl 

CoAy W t»366 67^71 
NOflTHFRN IRELAND 
Riurnji. i'UK;, 

Co Anlnm TH CWWI 33*1 
O iMSyslemi, 
HiritM TH LV 12 4*140 
KK>TTir*GHAMSHlRE 
MiiHfvrtdBmuWH M'CIW. 
MvnhHd W 0&23 26610 
OKEORD5HJHE 
O ilO'd Computer Cerrirc. 
ChrfcHdTH (3eK545'.T2 
REPUflUC OE HiuElAND 
O'Corwim Computfrra Ud 
CJw*> W (XX»611?> 
Shuiitext. 

0v0*r>2 TH.0OU17M511 
^orrtpiKKinwi Workd Ltd.. 

; Mbl , J W 001 •. •.«**•! 



SUS^fcX 

Crown lumen C»«tr». 



iALOP 

["omputei Ccimmt, 

yinWidxjTy Trr 0?^ 1 ^788 

SCOTIANO 

A Bi G K n,H'1 

AbrrrtfrnW 022-i 630526 
Uuiinett *ndtt«lrortifq M Ci 

trinthir^h Trt P91 22*5*54 

ClasSO* W 041 204 1*11 
Micro Certlft- 
FdmhurHiTeJ 0^1566 7354 
Wa ic, CK»nge. 

Cta^*W 041W* s«J 

IrAfCrDrlD^th 

p^niprrrAwV 01B3H954 
Mofiy lmtrunwr*t>Ud1. 
Elem TH Oi43 3747 
FwilcrEM'i"' Enuicmurt L1d 

GlawwlH 0*1 J35W1 
SOMERSET 

Hand Oftite 4up(*« Ltd- 
Cheddif TH 09M^4HR4 

^TAI-EORDSHIRE 

W i- Compirter 5«*iMjf*. 

CinniH* W 0543 755V» 
SUFFOLK 

C J R. Microtek Cfl. Ud 

Ipxwr^iW 0*73 301V 

3P Computttt 

SAiitrtonW 01 3374517 
Miorollnm Ltd., 
KriptarTel OIMjSWM 
Pcrtticci 

VVt*rH£TH 0486269037 
R.hA.B. Ltd.. 

Croydon TH 01 6641134 
Uititr tHrctri?n,<5#WH 



AJ»it**ctti3 LiJXVt «nd WWrufj Oftite fqwpmont B.*n(*i« 



BiiihKyi U 0273 J* 
Win Om*f EoluirjnK*! 

Brgtoi Tet CUT) 6*7211 

WinrwitTft rw7 8BJ55« 
Mormkon C ompulpt Cenlrt 
SMUMM W 0752 795*7 
■iigrniVrH*"" L1d 
< vrkfl fel 0222 71515 
WARWICKS*t*Rf 
Buiinrtc & LcHwrv 
UKFtKOrrtpulBrv 
KMhwcrthlH 0r»6 51 212? 
WHTtMlU 
|«ryrrun Campirttn. 
•rVhfbury 1W 0373 821764 
VO«K5HHir 

rtittir.fi 

^r^*y Tn 0937 63M4 
Ditron Micre-CmHre U4 . 
5Kffie1d TH 0747 «64«] 
Uddin^d ComfHJt*- Cen|-e 

MtjdtterslWkl W 04*1 707.?4 



Ler*OH 0532 7O44W 
fUm Cempur*rSerV'C« Ltd. 
*ad^*0?74 391166 



iMli to 0742 
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Sinclair XX8I Personal Com) 
the heart of a system 
that grows with you. 



1980 saw a genuine breakthrough - 
the Sinclair ZX80 f world's first com- 
plete personal computerfor under 
£100. Not surprisingly, over 50,000 
were sold. 

In March 1981, the Sinclair lead 
increased dramatically. For just 
£69.95 the Sinclair ZX81 offers even 
more advanced facilities at an even 
lower price, Initially, even we were 
surprised by the demand - over 
50,000 in the first 3 months! 

Today, t he Sinclair ZX81 is the 
heart of a computer system. You can 
add 16-times more memory with the 
ZX RAM pack. The ZX Printer offers 
an unbeatable combination of 
performance and price. And the ZX 
Software library is growing every day. 

Lower price: higher capability 

With the ZX81, it's still very simple to 
teach yourself computing, but the 
ZX81 packs even greater working 
capability than the ZX80. 

it uses the same mic ro-processor, 
but incorporates a new, more power- 
ful 8K BASIC ROM - the trained 
intelligence' of the computer. This 
chip works in decimals, handles logs 
and trig, allows you to plot graphs, 
and builds up animated displays. 

And theZXSI incorporates other 
operation refinements - the facility 
to load and save named programs 
on cassette, for example, and to 
drive the new ZX Printer. 



Kit: 
£49. 



95 A 






i 




New BASIC manual 



Every 2X81 comes with 'a comprehensive, specially- wntlen 
manual - a complete coufi* in BASIC programming, from 
hrgt principles to complex programs. 



Higher specification, lower price - 
how's it done? 

Quite simply, by design. TheZXSO 
reduced the chips in a working 
computer from 40 or so f to 21. The 
ZX81 reduces the 21 to 4! 

The secret lies in a totally new 
master chip. Designed by Sinclair 
and custom-built in Britain, this 
unique chip replaces 18 chips from 
theZX80! 

New, improved specification 

• Z80A microprocessor - new 
faster version of the famous Z80 
chip, widely recognised as the best 
ever made. 

• Unique one-touch' keyword 
entry: the ZX81 eliminates a great 
deal of tiresome typing. Key words 
(RUN, LIST, PRINT, etc.) have their 
own single-key entry 

• Unique syntax-check and report 
codes identify programming errors 
immediately 

• Full range of mathematical and 
scientific functions accurate to eight 
decimal places. 

• Graph-drawing and animated- 
display facilities. 

• Multi-dimensional string and 
numerical arrays. 

• Up to 26 FOR/NEXT loops. 

• Randomise function - useful for 
games as well as serious applications. 

• Cassette LOAD and SAVE with 
named programs. 

• IK-byte RAM expandable to 16K 
bytes with Sinclair RAM pack. 

• Able to drive the new Sinclair 
printer 

• Advanced 4-chip design: micro- 
processor, ROM, RAM, plus master 
chip - unique, custom-built chip 
replacing 18 ZX80 chips. 




Built: 
£69. 
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Kit or built - it's up to you! 
You'll be surprised how easy the 
ZX81 kit is to build: just four chips to 
assemble (plus, of course the other 
discrete components) - a few hours' 
work with a fine-tipped soldering iron. 
And you may already have a suitable 
mains adaptor - 600 mA at 9 V DC 
nominal unregulated (supplied with 
built version) 

Kit and built versions come com- 
plete with all leads to connect to 
your TV (colour or black and white) 
and cassette recorder 
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16Kbyte RAM 
pack for massive 
add-on memory* 

Designed as a compete .module * to 
fit your Sinclair ZX80 or ZX81, tne 
RAM pack simply plugs into .the 
existing expansion port at the rear 
of the computer to multiply your 
data/ program storage by 16 

Use it for long and complex 
programs or as a personal database. 
Yet it costs as little as half the price 
of competitive additional memory. 

With the RAM pack, you can 
also run some of the more sophisti- 
cated ZX Software - the Business & 
Household management systems 
for example, 



Available now- 
the IX Printer 
for only EM- 95 

Designed exclusively for use with 
the ZX81 (and ZX80 with BK BASIC 
ROM) the printer offers full alpha- 
numerics and highly sophisticated 

9raP As C p S ecial feature is COPY, which 
prints out exactly what is on the 
whole TV screen without the need 
for further intrusions. 



At last you can have a hard copy 
of your program listings -particularly 
useful when writing or editing 

pr °Andof course you can print out 
your results for permanent records 
or sending to a friend. 

Printing speed is 50 characters 
per second, with 32 characters per 
line and 9 lines per vertical inch 

The ZX Printer connects to the rear 
of your computer - using a stackable 
connector so you can plug in , a RAM 
pack as well, A roll of paper (65 ft 
long x 4 in wide) is supplied, along 
with full instruction s. 
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KORCHNOI 
GIVES HIS 
CHESS VOTE 

The world s No, 2 chess master, 
Viktor Korchnoi has put his name 
to an electronic chess game 
which is on show far the first 
time at the Earls Court Toy Trade 
Fair. 

The player who reached the 
final of the World Chess Tourna- 
ment on the last two occasions 
has endorsed one ot the newest 
chess games around. The game, 
the Westrak CC3, is a sophisti- 
cated electronic chess game 
which has several improvements 
on the first version at this scries 

There are now 25 standard 
random opening moves, you can 
alter your strategy of play or 
rectify mistakes by making use of 
a special facility, which allows 
you to have up to three full 
moves backwards and three lull 
moves forward. 

The response time of the 
machine's moves have been cut. 
Giving a response, on skill level 
one, straight away, on level two. 
in 16 seconds, and up to 28 
minutes on the top level 

During the game the L.E.D.s 
light up to reveal the computer's 
thinking on its next move, You 
have an advantage over the com- 
puter because you can step in 
and stop the game at any time by 
using the halt key. 

One of the nicest things about 
the Westrak CCS is its price. It 
will cost between the £150 and 
CI 60 mark — very competitive. 

AN ALIEN IN 
THE HAND . . . 

The heavens are filled with fast- 
flying alien creatures and enemy 
saucers raining relentlessly 
down on your home base in the 
Galaxy 10,000 hand-held elec- 
tronic game. 

Your task is to leap to the 
defence of your people. Specially 
selected for the |Ob it is up to 
you to shoot dawn the race 
against you. With a swift deft- 
ness of hand you must move the 
firing base across the LCD 
screen to avoid the laser shots 
from she attacking force. 

Due out in the shops in the 
next couple of months Galaxy 
r D.0O0 carries a price tag ot 
C28.95. U.K. distributors Compu- 
ter Games claims that this new 
toy will give hours of compelling 
entertainment, justifying the 
price 



CHRISTMAS 





TOY TRENDS 



The British toy industry is quickly off the mark after Christmas, 
planning its new year at the toy and hobby lairs of January. 

These shuws are aimed al the trade and give manufacturers a 
chance to enlist distributor and retailer support for the toys and 
games which children will be clamouring far next Christmas. 

The computerised and electronic toys field is a competitive 
an e and cloaked in secrecy but COMPUTER & VIDEO GAMES is 
unwrapping a few of the toys early to show you what's in store 

The hand-held games will continue to be popular in 1982, 
mirroring the best arcade games and a lot ot emu basis is being 
placed on small electronic games which can be used to keep 
children amused while travelling. Fallowing the cinema trend, 
the games industry is indulging in fantasy themes and these will 
start to take aver from the present rash of space games. 

Chess and sophisticated logic games will be aimed at the 
adult gamesters aorJ the computerised chess field promises to 
become especially competitive. 

Some of the toys mentioned below will be available in stores 
from January but in many cases, stocks will not reach the shops 
until the middle of the year at least. 

Our preview of the toy fair will give you an idea of how the 
toy and games industry is approaching the coming year and 
what to look out for when the time comes to fill the Christmas 
1982 stocking 






ESCAPE THE 
RAVENOUS 
GHOULS 

Keep those ghouls at bay when 
they chase you through a difficult 
maze, eager to devour you at 
the first chance. 

Dart off down the tunnels of a 
complex maze, eating up the dots 
covering the path as you go. 
PacMan 2 is a new hand-held 
toy on show for the first time at 
Ean.s Court British Toy and 
Hobby Fair. Billed as a "third 
generation' electronic toy it is 
one of the first hand-held ver- 
sions of the popular arcade game 
Puckman. 

PacMan 2 is rectangular in 
shape with an oblong LC D 
screen on the uppermost face of 
the toy. It's for either one or two 
players, the controls for each 
being at the two ends of the 
screen. 

The player controls the eater 
— usually referred to as the 
pacman or munchman - by using 
the four directional keys so that 
you can move him up. down or to 
the left and right. 

You heve to keep concentrat- 
ing to spot the whereabouts of 
the ghosts and make sure you 
don't get your pacman locked in a 
dead end section ol the ma/e, or 
surrounded inescapably by his 
pursuers. 

In the four corners of the 
screen are four energy posts 
which enable the pacman to eat 
his pursuers and score bonus 
points. 

An added feature of PacMan 2 
which sticks as truly as possible 
to the arcede version, are the 
two tunnels on each side of the 
mare. 

PacMan 2 is made by Entex 
but distributed by Leicestershire 
based A. A. Hales It will be in the 
shops later in the year selling for 
about £30 but could be as much 
as £35 depending on the shop 
manager's discretion. 
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CHALLENGE TO 
AN EASTERN 
TUSSLE 

A hardened electronic eastern 
gentleman will challenge you to a 
tussle m one of the most original 
new games planned tor 1982. 

The game cashes in on thB 
current martial arts boom which 
gymnasiums up and 



down the country with grunting 
white-robed practitioners of the 
new sell defence disciplines. 

Called Blackbelt, it consists of 
a three dimensional action man in 
his judo gear, mounted on a plas- 
tic base. He challenges the 
player to fight him by making the 
appropriate limb whip into action. 

On each of the Blackballs 
lightning limbs is an LE.D. light. 
When one of those flashes on it 
means that part of the body is 
about to strike a blow. By pres- 
sing the right button you must 
hit back with the correct leg, arm 
or foot You'll also hear the devil- 
ish laugh rjf Blackbelt when the 
lights go on. warning you of his 

intentions. 

There are three skill levels for 
you to progress to when you 
become an expert in this form of 
martial art. The faster you retali- 
ate with Blackbelt's flashing 
arms and legs r the harder the 
game gets - as the lights on the 
limbs speed up. 

The in-built electronic 
scoreboard notes the player's 
score after each game. Eac h 



game lasts one minute, but the 
quicker you can move the man's 
limbs, the more blows will be 
packed into that time. If you are 
not sure of your score after play 
ingagame and the light has gone 
out wiggle one of the parts of 
the body and the score will flash 
up again Top score is 200 points 
Blackbelt is iust one of the 
new range of electronic toys 
brought out for 1982 by Oxford- 
shire based Action Games and 
Toys Its retail price is listed at 
P0 making it very affordable 



PASS THE 
AN OCTOPUS 



A small but compulsive set of 
games is bound to capture 
attention, not only at this year's 
toy fair but for the months to 
come. 

These compulsive items come 
in the Game and Watch series — 
a range of pocketwatches which 
double up as electronic games. 
The new ones include titles like 
Chef, Octopus, Popeye, Mickey 
Mouse, and Parachute 

In Chef, for instance, the idea 
of the game is to catch flying 
missiles in the shape of food or 
kitchen utensils which seem to 
be affected by dangerous pol 
tergeists, You operate the chef 
using a control button at the side 
□f the unit and make him run 
across the screen catching 
objects which are whizzing 
through the air, 




PICK OF THE 
PUCKMEN? 



If you find you can notch up a 
high score on the first level of 
play, progress to the higher level 

an tltt names have two skill - - - 

tvels and store the h.ghest Fctovmig UP the Puckman craze 

score in the memory cells. in the arcades last year are a 

tTp liar SKS machine around with you to per- 

RSTSff«S fee, your techmque at any time 

L on the water's surface. It is Adam Imports' Munchman. H a 

hi job o ecover pieces of typical e*amp.e. The object .s to 

esu e which are sunk tantalis- score as many po.nts as you an 
og y * the sand a good walk by manoeuvring a men around 

away But beware the Octopus, the paths of a maze. As long as 

Beinq more sophisticated than he keeps eating, the dots oi tne 

the original versions of Game and maze the man s energy is ks| 



Watch these new ones are more 
expensive at £22.95. 



score a«er ooi.pi a «"..». " " »' . 

MORE GAMES TO WATCH OUT FOR 

IWIUIli- W ■ w have a "war them! 

iA..*_h ,u a hnur* white awav on about one quaite- ol the wnoie m y« 



Watch the hours while away on 
your wrist and play an electronic 
game at the same time. 

A new type of watch will be in 
the shops this year with a practi 
cal and entertaining concept 
involving a simple but compulsiv* 
game. These watches look like 
ordinary digital ones but the fig 
ures are displayed on the LCD. 
screen at the very top, taking up 



about 

face. 

The rest of the face is hlled 
with a variety of LC D, symbols 
whiefcmake up one of four differ- 
ant games, Firing Squad, Alien 
Assault Missile Strike and Blast 
Away. 

On the face of the watch are 
two buttons which the player 
uses to control the games. All 



the games have a "war" theme 
and involve darting from one side 
of the screen to the other, avoid 
ing well-aimed bullets, firing roc- 
kets to wipe out the enemy craa 



charged The chip controlled 
monsters on the man's trail can 
digest him, if ha is caught. 

Munchman features multi 
coloured LCD displays showing 
the monsters, the man, the dots 
and thB labyrinths of the maze 
The points system works on the 
number of dots chewed up and 
bonus points for any monsters 



W blasting missiles, from that you ^^tr 
enemy craft and engaging in bat^ 




tie with tank squadrons 

An LCD. indicator on the front 
of the watch -face keeps track of 
the score. Press a button and 
you can hear the watch bleep 
when you bombard the enemy 
with your missiles. The watch's 
power supply comes from tiny 
batteries used in ordinary digital 
watches and these are included 

in the price. * 
The housing for the watch face 

is made of black plastic which 
should withstand the odd heavy 
knock. Game-Time watches ara 
made in the U.S. and are being 
distributed through Woodford- 
based Computer Games. Tha 
expected price for them is set at 




sions of Puckman to be stocked 
on shop shelves this year, 
Munchman will retail for £25.95. 

Computer Games has also 
brought out a version of this 
game. Called Puck Monster, it is 
more or less the same game with 
a different title. The ma^or differ- 
ence between the toys is in 
price Computer Games toy will 
sell for £28.95. 

The third is by A A, Hales and 
is dealt with above. Three ver 
sions of Puckman are now out 
because the manufacturers anti- 
cipate demand lor such a hand 
held toy will be very large, but 
which is the best of the bunch 
can only be judged in the fullness 
of time 
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fn TO KNUtN 
YOUR BUGS 

There is a limit to how much 
anyone can enjoy tracking down 
the programming errors that 
inhabit newly keyed-in crea- 
tions. 

It is possible to write programs 
that run correctly the first time, 
but except for the shortest and 
simplest programs there are 
nearly always some errors. 
Locating and correcting errors 
can be a time consuming process 
and is best approached sys- 
tematically. 

Copying and typing errors are 
easy to make, and much time 
and trouble can be saved by 
carefully checking the program 
listing on the screen (or hard 
copy if you have a printer) 
against the source from which it 
was copied* Many copying errors 
will produce an error message 
when the program is run, but 
this is not an infallible means of 
finding all such errors. 

A large and complex program 
may include sections which are 
rarely executed and typing mis- 
takes in these sections may not 
show up until the program has 
been in use for some time. 

There are some common errors 
in copying that quite often do not 
lead to the system producing an 
error message but cause the 
program to give the wrong ans- 
wers. These errors include the 
omission of a line, or a statement 
in a multi-statement line, and 
mistakes in copying variable 
names. Confusion between the 
numerals 0, 1, 2 and the letters 
O, I, 2 is particularly common, 
and sometimes occurs in books 
and magazines when a program 
has been typeset instead of 
reproduced photographically 
from a printout. A simple exam- 
ple is LET X = BI + AI instead of 
LET X = Bl + Al. Basic will find 
nothing wrong with this, but the 
program will not give the right 
answer, 
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BUGS VWTH 
WRONG ANSWERS 

Another type of error which 
produces the wrong answers 
without giving an error message 
is due to misunderstanding the 
way your system evaluates com- 
plex expressions. For example, 
how are: 

LET X = A/B*C 
LET Y = A/B/C 
LET Z = A*B* # C 
evaluated? If you are not sure 
how the computer will treat an 
expression you can write a short 
program to test it. However, it is 
safer to insert brackets, although 
they may be unnecessary, or to 
break up the expression into a 
series of simpler expressions, to 
ensure that it is evaluated in the 
way you intended. This is par- 
ticularly advisable ii the pro- 
gram is to be used by other people 
or transferred to a different 



mi 
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EXECUTOR 
BUGS 

Errors which cause program 
execution to stop r include func- 
tion arguments and array indi- 
ces out of bounds (e.g. attempt- 
ing to divide by zero, or access 
the 101 st element of an array 
which has been dimensioned to 
100). 

Execution errors may be due to 
mistakes of the kind discussed 
above, but more often they are 
caused by errors in the program 
logic, particularly where the 
programmer has neglected to 
allow for special cases. 

The cause of this type of error 



may not be immediately obvi- 
ous; the error message will give 
the line number where program 
execution stopped but the ulti- 
mate cause of the error may be in 
a completely different part of the 
program. 

If you have execution errors or 
wrong answers it is best to 
review the whole program, pay- 
ing particular attention to the 
initialisation of variables and 
the destination of GOTO state- 
ments. Most versions of Basic 
initialise variables and array 
elements to zero, and it is poss- 
ible for a section of a program to 
work correctly the first time 
around but give the wrong ans- 
wer later on. For example: 
1000 FOR I - 1 TO N 
1010 LET S = S + Atl) 
1020 NEXT I 
1030 RETURN 

If the program has not previ- 
ously used the variable S this 
subroutine will return with S 
equal to the sum of A(l) to A(N) 
but afterwards it will start with 
the value left in S and add on lo 
this. 

You should also look for the 
converse of this type of error, 
where initialisation is performed 
correctly at the beginning but is 
repeated at a later stage when it 
is not required, 

You also need to be careful 
with the condition in IF... 
THEN . . . statements, It is usu- 
ally straightforward to decide 
whether to have; IF A < B rather 
than IF A <= B, but in more 
complicated cases, where A and 
B are expressions, or where 
there is a sequence of IF 
THEN , . , statements it can be 
difficult to get it right. Any com- 
plicated tests should be worked 
out carefully when designing the 
program and if the resulting 
code does not work properly it is 
usually quicker to start again. 

The accuracy of the arithmetic? 
performed by Basic is a frequent 
source of bugs and it is difficult 
to find why a program is going 
wrong unless you know the 
reason for the inaccuracy. 
Although numbers are entered in 



decimal, Basic converts them to 
binary for internal storage and 
calculation and converts back 
from binary to decimal to print 
out the answers. Very few deci- 
mal fractions can be converted 
exactly to a binary fraction and 
two binary fractions which, in 
the computer's internal rep- 
resentation, differ by a very 
small amount, may print out as 
exactly the same decimal 
number. 

If your program is going wrong 
on the statement IF A = 0 
THEN . . . you may find that when 
you insert the statement PRINT 
"A = "; A immediately before this 
test that the machine gives A = 
0. However, if you ask the 
machine to print A*( 10**10) you 
will probably get a non-zero 
answer. 

These errors in conversion 
between binary and decimal can 
produce some very odd results* 
For example, on the ZX81 the 
command PRINT .25 — &ives the 
answer 0, while PRINT i — .25 
gives L1641532E-10, The ZX81 
calculates I by division and gets 
the answer exactly right, but 
when converting .25 into binary 
the result comes out 1/2**33 
short of the exact answer, and by 
some peculiarity in the subtrac- 
tion routine, does not give con- 
sistent results. 

There is usually no problem 
with integer calculations, but 
with decimal calculations 
you cannot rely on the 
computer producing 
exactly the same / 
answer you ft 
would get by 
doing it with 



pencil and paper. You should 
allow for small errors by testing 
for two numbers being suffi- 
ciently close, rather than testing 
for equality. For example, 
instead of IF A=B THEN ... you 
should put something like IF 
ABS(A-B) IBS THEN,,, 

Decimal/binary conversion 
errors can also cause problems 
in FOR... NEXT loops with a 
fractional step. The two follow- 
ing programs demonstrate what 
can happen: 

10 LET X = 0 

20 FOR I = 0 TO 10 STEP 0.01 
30 PRINT I X 
40 LET X = X + 1 
SO NEXT I 

10 LET X = 0 

20 FOR I - 0TO 100 STEP 0.1 
30 PRINT, I X 
40 LET X = X + 1 
50 NEXT I 

I tested these on two different 
machines and found that in the 
first case the last values printed 
were 9.99013, 999, and 9.9900002, 
999 r while in the second case the 

last values 
printed were 
99.9991, 
1000 and 
99.99996, 1000. 
The reason 
the loop 
body is 





performed a different number of 
times in the two cases lies in the . 
way Basic executes the NEXT 
statement. When NEXT I is 
encountered Basic adds the step 
to I to get the new value of I and 
compares this to the upper limit. 
If the new value of I is less than 
or equal to the upper limit the 
loop body is performed again; 
Basic will not exit the loop until 
the new value of I is greater than 
the upper limit. 

When conversion or rounding 
errors make the value of I a little 
greater than it should be, Basic 
may exit the loop prematurely. 

A useful method for tracing 
bugs is to insert extra PRINT 
statements into the program, to 
give the values of variables at 
points where you suspect the 
program is going wrong. In 
many cases this will show 
immediately why the program is 
going wrong.. 

Where the bug is particularly 
obscure you may have to use this 
method to trace the operation of 
the entire program. There are 
debugging packages available 
for some microcomputers, for 
example the Pet Toolkit, which 
can be very useful for debugging 
large programs. The routines 
available include TRACE, which 
displays the line number cur- 
rently being executed, and 
DUMP, which prints out the 
values of selected variables 
every time they are used, 

OF THE SXSltM 

System bugs often receive little 
publicity- There is an arith- 
metic bug in the ZX81 which 
results in SQR (.25) being printed 
as 1.3591409 (although SQR (.1/4) 
comes out correctly). I have seen 
this mentioned in only three 
magazines, one of them being a 
specialist ZX80/81 publication. If 
you have a ZX81 with this bug 
you can obtain a corrected ROM 
by writing to Sinclair Research. 

Another recently discovered 
bug occurs in many versions of 
Microsoft Basic, resulting in the 
incorrect handling of string 
assignments of the form LET A3 
= AS 4- BS + CS when there is 
very little free memory avail- 
able, 
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TEAM a SOFTWARE 




UP 201 - SHAPEMAKEfl/SCREENSWAP 
(2k) : draw your owr> graphical shapes 
and store them in your programs. Demo 
program irKluded . » * * , ,7,95 

UP 2001 - INVADEflS/HEDCEHOG 
(6+6k) : classic' addictive games . 6.95 



UP $01 - ASS/ Dl S : an assembler/ 
disassembler for the PET. Two separate 
programs on cassette 9,95 

UP 502 - MACHINE CODE LOADER i 

allows you to load machine-code with 
a line-by-line editing facility 5.95 

GP EMI - LAS VEGAS #1 : why go all 

the way to the States when you can 
gamble your money away in the 
comfort of your own home. Can you 
beat the bank at STUD POKER or win 
the jackpot on the FRUIT MACHINE 
( ■»*«.»•••«* 5.95 




UP 101 -ZXSO/il CONVERTER : allows 
you to load ZX8G (old RDM) programs 
onto 2XS1 (new RDM). Full instruc- 
tions included. . . . , , 7.95 

UP 102 - DATA OAS ■ write to or read 
from cassette up to 14k of data ■* 
REMKILL; gets rid of unwanted REM 
statements ,4.95 

GP 1001 - TREK B1 ; exciting version 
of the classic J Star Trek' game with 
computer assisted attacks! ( 16k) , .7.95 

GP 1002 - BATTLECHESS (2 players) : 

ZX81 version of 'Star Chess' with full 
screen graphics (16k) . . .5.95 

GP 1002 - STARSHOOT/ACEV DEUCY/ 
JUPITER LANDER : three great games for 
the 1kZX81 3.95 




GP4D01 - 3D MICRQMAZE : wander 
around the insides of your Atari! 
Frustration guaranteed 4.96 



GP 4002- RAT TRAP 

skill and daring 



2-player game of 
4.96 



UP 301 - XBAS arid eleven new BASIC 
commands in TRS-80 level II non-disc 
BASIC (also Video Genie) + instructions 
+ free BREAKOUT program to demon- 
strate the commands ...... , ♦ , .7.95 

OP 3001 - LUNAR LANDER/30 MAZE/ 
0OMIN0ES : three of the best' for the 
home arcade games addict 7.95 



All programs supplied on high qualify 
cassettes. Orders to; 



TEAM 4 
SOFTWARE 

Dept. TM 

12 Taunton House, 
Redcar Road, 
Harold Mill. 
Romford, Essex, 




HAPPY CHRISTMAS TO ALL OUR 
CUSTOMERS 

FROM 

LANDAU 

THE ADVANCED ELECTRONIC SPECIALISTS! 
WE STOCK THE LARGEST SELECTION OF VIDEO 
AND ELECTRONIC GAMES 

SOME OF OUR RANGE: 

Computerised Chess Games, Atari Home Computers 
and VCS Game, Texas Home Computer, Intelevision 
Video Game, Hewlett Packard Calculators, Casio Cal- 
culators and Electronic Qrgans r Calculators and Learn- 
ing Aids, Telephone Equipment, a vast selection of 
hand-held games — plus much more! 



LANDAU 

ELECTRONICS LTD 
Lion Mouse 
227 Tottenham Court 
London WCl 
Til: 01-63? MM 



£7 



Er*nchea mt Vid*d Citf C#ntr», 

5 Tottenham Court Road, WC1; Sonic 

Sound,. 137 Chinng Crufci Road, WC1; 

n.rfia Ltd r 195 High Strwt, Sutton, Surcsy. T*f: 0141) 0017. 



VOLTI1ACE ltd. 

DATABASE 



GAMES 
COMPUTER 
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IN THE sleazy streets of Lost 
Vagueness the traveller is sub- 
jected to the worst in vice and 
tilth in the form oi sex. j OJjugs and ^ 
rock 'n roil. Jk 

The nearest thing to wizardry 
in tins adventu*- game is a 
magic mushroom which sends 
you i vision haywire ana ! un\9 
your bt ain into a psychedelic 
haze of pretty colours. 

So J t pom A d venture i s deli g ht- 
fully s oaray in theme throng h o u t 
:. .morously entertaining too. 
The purpose of flic game is to 
find and gaduce three- women. 
It was like a dream. I a woke to 
ind myself in the year 2000 A.D. 
:q a wicked world in which the 
kies had turned green from 
lutonium pollution, I opted to 
o on holiday in notorious 
ambling town where the only 
Liings people are interested in 
ire drink, women and money. 
T^^Mya game though and 
you don t get "hands-on" experi- 
ence yourselt. You operate a 
puppet which becomes your eyes 
and ears. 

With $1,000 in my pocket I set 
off on my quest for debauchery, 
but $1,000 is not a lot when you 
want to fling it round on drinks, 
gambling and sex. In a dimly-lit, 
ill-furnished bar, 1 came across 
my first barrier to "sex-cess", A 
closed curtain was in the way 
and only after guessing the 
password could I walk through 
the curtain to discover what 
fruits lay behind. 

Tamely I tried classic words 
like "abracadabra". When that 
got me nowhere I ventured on to 
more imaginative words like 
"sex", "booze", "women", "per- 
version" (I won't ruin it by telling 
you what the password actually 
was). After exhausting a list as 
long as my arm r frustration had 
set in and I needed to feel a shot 
of whisky coursing through my 
veins. But $100 a go ... oh it's a 
sign of the times. 

I took a break to gather my 
thoughts, and then started inves- 
tigating the area. So far the only 
human I had crossed paths with 
was the degenerate barman, 
never mind a lady of easy virtue. 

The whisky had gone straight 
to my bladder so I took a trip to 
the bathroom. Filth lay there too. 
The toilet hadn't been flushed for 
months. The computer was rial 
— it stank. On the walls were 
scrawled feet of seedy graffiti. 



like: "Computer freaks peek 
before they poke". 

The k ey to the gam^^^ 
amount oi money you have on 
you. It's vital lot bribing people 
(like the pimp in !he bar's back 
room who want: $2,000 before 
yon can go upstairs to investi- 
gate further), entry to the disco (a 
perfect place to pick up a girl), 
buying drinks and betting in the 
casino- 

If you run of money, the 

chances are that you will coin* 
unstuck and be unable to pro- 
ceed. The v y to build up your 
cash supply is to try your hand in 
the casino. ^^^fl 

You can either play on the slot 
machines or at blackjack but the 
bets are fixed at $100 a throw so 
it J s too easy ic whittle away your 
cash, Very pasy for me anyway 
— that's when? I made my i 
mistake I lost 0^^^*17000 on 
blackjack but being an optimist I 
carried on playing. 

Luck was on my side, or so I 
thought at first, and I found a 
passcard which got me into the 
disco. Girls galore were milling 
around daubed in "Californian 
sun tans ' and little else. Gambl- 
ing is thirsty work so I focused on 
the bar — this is an expensive 
joint, $100 for a bottle of wine. At 
last I d found a girl, and after a 
quick boogie with a blonde on 
the dance floor I moved in and 
kissed her, The computer 
bleeped loudly and up on the 
screen flashed "Oh, don't do 
that, it gets me excited." 

She rebuffed my amorous 
advances but not to be deterred, 
I stumbled back into the casino 
and into the hotel lobby where a 
voluptuous blonde sat invitingly 
behind the desk. No luck with 
her either she was too busy 
working despite the place being 
devoid of people. 

I blundered into a 
garden where I 
found a tasty looking 
mushroom, so feel- 
ing a bit peckish I 
ate it, Ive heard 
that mushrooms 
have magic powers 
but this one 



beamed me into another place — 
still penniless. 

There are three aJternahves if 
yon run out of money. Go to Hell 
and the game ends- B- ■ im- 
ported back to life unh — 
Stay and try again in th* ; ; 
though without any money it is 
KjointlessJ 

The aims and format of the 
game are reminiscent of most 
adventures but the frustrations 
perhaps a little rt rore inte nse. 
There is no graph jr-aj picture an 
the scr <$en, just wnlten de scrip 
tions of what confronts tin 
play l i There is a nice line ir 
cheeky replies to unlikely, oi 
sometimes, downright unsocial 
requests. 

On kissing a girl it issued a 
series oi frantic bleeps and stars 
filled the screen — j! seduction 
iad taken place it would prob 
ably have exploded! Bui obvi- 
ously my sex counted against me 
and I found no women willing to 
respond to my charms. 

I was disappointed not to suc- 
cessfully seduce any women, 
mainly because I was intrigued 
(and still am) to iind out just how 
the computer would react. If any 
of you know the truth I am wait- 
ing eagerly to hear it, 

UK suppliers of Softporn are 
SBD Software in Richmond. It 
runs on a 48K Apple and costs 
E17,9S — far cheaper than a real 
night in "Sin City". 
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WIGGLING 
GOOD FUN 



If you have a phobia about things 
which wriggle and grow, you'l! 
want tD stay well away from the 
screen when Snafu the snake 
game is being played. 

The two snakes in the latest 
cartridge for the Intellivisioo 
home games centre, are not 
poisonous, they're the constrict 
mg variety, Their aim is to choke 
the life out of one another by 
cutting down the living space in 
their two-dimensional world, 

Take control of one snake and 
try to outwit your opponent as 
both creatures grow to gradually 
fill and cut -off areas of the 
screen 

It requires quick wits and 
some close control to succeed in 
out-manoeuvering the oppo 
nent's snake, forcing him to dou- 
ble back on himself, or maybe 
crash into the walls of the "pit", 
or his own bodily remains. 

For sheer fast strategy it is a 
difficult game to beat. Keep one 
eye on your opponent's snake to 
see if he intends to cut you off 
from the bulk of the pit but make 
sure that your attention does not 
wander to the extent that you 
end up crashing yourself. 

The game is marvellous prool 
that on computers simple ideas 
often work best. 

Already a popular cartridge on 
other games centres, the Intel- 
livision version costs Cl 8.36 and 
is available from north London 
based distributors, ACE. 




MIND-BENDING 
TEST OF LOGIC 



TREASURE HUNT 



Treasure Hunt is a mind-bending 
game to test your memory and 
logic and stretch both to the 
limit 

For the Database TV games 
centre, the first version of the 
memory game comprises a matrix 
of blank squares displayed on the 
screen. This game is called "Flag 
Catcher" and you have to inter- 
rogate your own squares to dis- 
cover where a flag has been 
hoisted. 

The second game on the car- 



tridge has you matching up pairs 
of coloured squares which 
appear on the screen, by trial, 
error and memory. Treasure Hunt 
will keep you deep in thought 
and can be obtained from Data- 
base suppliers for £14, or direct 
from Hertfordshire based man- 
ufacturers Voltmace. 

Lovers of the game of Othello 
will be pleased to find a version 
for Database. This new cartridge 
has |ust been added to the range, 
available for this machine and is 
known as Box Clever, 

But only the name has been 
changed to protect the merce 
nary and this version remains 
true to the popular board game. 

The object of this tactical 
counter struggle is turn most of 
the board into your own colour 
by capturing your opponent's 
counters between two of your 
own 

A computer is suited to the 
game as it will not miss any 
captures during the turning 
sequence and can play a very 
reasonable standard of Othello. 
The idea is to provide an elec- 
tronic opponent when no human 
one exists, but it is possible to 
play against your friends on the 
Iclevison. The price is C14. 



THE ONE THAT WILL 
ALWAYS GET AWAY 




Jaws has nothing on the monster 
that lurks just below the surface 
of the Activision Fishing pond. 

But he is not a man-eater — 
his voracious appetite extends 
only so far as thwarting the two 
keen anglers from reaping too 
swift a harvest from the pond. 

The two competing fishermen 
face each other over a deep 
stretch ol blue water, which is 
ahve with plump fish patrolling 
various depths. 

Each angler has half the pond 
to call his own and into this he 
casts his line, up to halfway 
^across but as deep as he likes, 

The aim is to dangle the end ol 
Fthe line at the same depth as the 
[ eye-sockets of the fish and if the 
Contrary creatures swims past, 
| then the hook will bite. 

The fish swim frantically back 
and forth in a fruitless effort to 
escape the line, but their thrashi- 
ngs do attract Jaws. The shark 



SURVIVAL IN 
SPACE 



SATELLITE ATTACK 



A lone spaceship in t he outer 
depths of the galaxy is making a 
brave bid for survival in a heavy 
meteorite storm 

You control the spacecruiser 
on its journey through space, fir 
mg lasers at the asteroids to split 
them up into, just as harmful but 
rather smaller, rocks. And ulti- 
mately these can be obliterated. 




swims back and forth in a seem- 
ingly random pattern just below 
the surface gobbling up any fish 
he passes through. 

He can change speed and 
direction very suddenly to thwart 
even the most alert angler and 
down the catch. 

Fish near the surface are 
worth two points, those from the 
very deepest parts of the pond 
are worth six. 

The first fisherman to reach 
100 points takes the honours and 
the best tactics are to go for the 
deeper fish — as those caught in 
shallow waters tight | ust as hard 
to become shark -fodder and only 
reward their captors with a lower 
point total. 

Two can play or one can try his 
luck against the computer, who 
proves a very able angler. The 
Activision cartridge is for use on 
the Atari T.V. games centre and 
costs £16 95 




Jf the game sounds familiar, it 
is because it s based on that 
popular arcade game Asteroids 
and already features in some 
form or another on most of the 
TV games centre systems — this 
is Philips' version, Satellite 
Attack 

One change from the normal 
game is that tNs version features 
two types ol meteorite. 

An ordinary asteroid is worth 
one point for a direct hit. To get 
three points you must fire and 
destroy a magnetic asteroid 
These can be identified by their 
constant high-speed spinning as 
they whirl across the screen. 

You can boost your score by 
hitting alien spaceships which 
dart between the meteorites and 
these are worth 10 points apiece. 
But beware, the alien ships are 
piloted by beings equipped with 
super-laser guns which are com- 
puter controlled to home in your 
own spacecruiser. 

Among the other features is a 
protective forcefield which 
comes in handy when an asteroid 
slips through your fire, seems set 
to collide with your ship. 

This new cartridge for the 
Philips G7000 games centre costs 
£15. 



r 
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It is Itie games that a T.V. centre 
offers which will eventually 
make or breal U in the high 
street. 

Certain makes of TV. games 
centre have become associated 
with their best-selling software 
and this is the mark of theif 
success 

In video screens we will be 



looking at the " best sellers". 
Those cartridges which are 
always at the forefront of adver- 
tising campaigns and whose 
features set the standard which 
the rest of the machine's soft- 
ware must try to match 

To start this series off. we 
look at Mattel Intel I (visions 
top-selling cartridge, Soccer. 



BIG TOP 
BRAVERY 



THE ELECTRONIC TRIP 
TO A SOCCER SUMMER 



THE SLIPPERY 
OLYMPIC 
SLOPE 




much 



Any skier who takes as 
punishment as the one on the 
treacherous, fir-tree covered 
slopes in this game, deserves an 
Olympic medal. 

The game sportsman wraps 
himself around just about every 
tree on the course, he stumbles 
at the patches of untenable grey 
ice and crashes into the slalom 
poles, carefully spread out down 
its length. 

But, every time, he pulls him- 
self to his skis and sets off again. 
And sure enough the courses 
gradually become easier, the 
turns tighter, the times faster 

The Olympic sport lends itself 
well to electronic graphics and 
with five downhill {trees only) 
and five slalom (gates to pass 
through | courses of varying diffi- 
culty, it keeps the interest up. 

Speed and timing are the 
essence of the game. Speed is 
attained by facing downhill as the 
game mimics the sport by slow- 
ing down a skier who tackles the 
slope side on. 

With the Atari difficulty switch 
down the grey patches of ice. 
which cover the slopes, become 
treacherous, but you can jump 
them at the push of the fire 
button, 

The last of a recent batch of 
six cartridges from Activision for 
use with the Atari T V. games 
centre. Ski mg costs £16.75, 



BEST-SELLfRS 



The incredibly lifelike stars of the 
Intellivision Soccer game are the 
best advert Mattel and its British 
distributors, ACE, have in this 
football crazy country. 

As a generation of youngsters 
once created their own World 
Cup thrills with Subbuteo tour- 
naments in t966 r so a new gen 
eration will bring their own elec- 
tronic Keegans and Brookings on 
to the fields of Spam in 1982 It all 
helps explain why Soccer is Intel 
livision's besl selling cartridge. 

Two teams of red and yellow 
players take to the Intellivision 
pitch to the accompaniment of 
the cheers and whistles of 
unseen supporters. A feature of 
the game is that only one third of 
the pitch can be seen at any one 
time and three men from each 
side roam around this area. 

The game revolves around the 
two "control'' men of either side 
in different coloured strips from 



their team-mates, these are sent 
after the ball by the players and 
are usually the member of each 
side, who last touched the ball 
The player with the ball at his 
feet has every chance of dribbl- 
ing past the entire team and 
reaching the opposing penalty 
area but is discouraged from 
doing so because the defender is 
just fast enough to catch him. 
Instead upheld passes hit "blind " 
into unseen areas of the pitch 
can be the telling tactic. 

The players can foul, take 
throw ins, corners and dribble 
with a realism which has yet to 
be matched by other T.V. games 
centres and it is the best Soccer 
cartridge so far available but 
whether it plays the sort of game 
which would bring the crowds 
back to English soccer, is open to 
doubt. Still at £18.95 it is cheaper 
than a season ticket at the 
Arsenal. 



JUMPING ACROBATS 



The excitement of the circus 
comes to lite in your front room 
with a couple of acrobats bounc 
mg off a seasaw to burst high 
flying balloons. 

Each balloon an acrobat hits 
scores him a varying number ol 
points. 

It's not as easy as it sounds. 
The skill of the game is in judging 
the positioning of the seesaw 
when your acrobat jumps off the 
platform — he jumps from either 
end of the screen A miss and he 
crashes headfirst to the ground. 
Where your acrobat hits the 
seesaw, determines the height 
and angle of his next |ump. 

If you catch the plucky fellow 
right on the end of the see-saw 
his next leap will be prodigious 
and should burst plenty of bal- 
loons. Nearer the fulcrum, he will 
only manage a tiny |ump A high 
ujmp speeds things up and calls 
for really sharp reactions. 

When you have gone through 
10 brave acrobats, the game is 
over In the harder versions, a 
shield appears just below the 
rows of balloons, which makes it 
more difficult to pop the balloons 
and gives you less time to judge 
where the flying acrobat will 
land. 

Just to complicate the game 
even further, there is an option 
for moving balloons instead of 
static ones. Altogether there are 
18 different game versions con- 
tained on this Philips Videopac 
for the G700Q T.V. computer 
games system. It is difficult to 
master the tactics of this game at 
first but it is extremely addictive, 
A proven winner on other games 
centres. 

Jumping Acrobats sells for the 
usual Videopac price of £15. 




HAND HELD ELECTRONIC GAMES 
MASTER BLASTER £12.21 

SAFARI ... £17.25 

SPACE LASER FIGHTER £17.25 



TENNIS 

EARTH INVADERS 

FOOTBALL 

BASKETBALL .... 
GAME & WATCH . 



C OMPUTERS 

0 PEN 
M ONITORS 
P RINTERS 
U PGRADE KITS 
T APES 

E XPANSION BOARDS 

R ELIABLE SERVICE 

U SER GROUP 

S TATIONERY 

E PROMS 

R AMS 

A GENTS FOR VIDEO GENIE 

1 NTERFACES 
D ISCS 
S OFTWARE 

COMPUTER USER AIDS - 14 CARLTON ROAD, ROMFORD, RM2 

(0708) 64954 



£17.25 
£15.81 
£14.37 
£14.37 
£14.95 



PRINTERS: 
From £279.00 * VAT 

* Many include FREE paper 

* Free delivery to mainland UK 

* Wide range of interfaces 




MAIL ORDER 
WELCOME 



NEW.'NE WINE W! NEWINE W! 

ACORNSOFT 

DESK DIARY & PLANNER 

Allows names, telephone number s «lc to be budl up 
and round rapidly. The planner is a diary program with Ihree 
types of entries: appointments, permanent dates and 
holidays. <5K & 6K) 
GAMES PACK 9 

Three brand new games, SWAPPER. MINOTAUR and 
BABIES. |5KS 3K| 
GAMES PACK 10 

With len namss tor the minimum Atom. BREAKOUT. 
HECTIC MASTERMIND. SK RUN SNAKE, TRACK, SIMON, 
SQUASH. MOON. BOMBS- AW AY, 
ATOM ADVENTURES _ t ^™ J(?C 

Three journeys into the unknown. DUNGEON, HOUSE, 
INTERGALACTIC. (5K4 6K} 
ATOM SYNTHESISER 

Uses the Atom keyboard to record, edit lour separate lunes 
and play Ihem through Ihe Inlernal speaker. |5K i 6K> 
ATOM LIFE 

One of ihe fastest versions ol Life available on any 
microcomputer 
ATOM FORTH 

Complete implementation of Ihe FORTH language. 
FORTH THEORY & PRACTICE 
Manual for above, 
ATOM WORD TUTOR 

Three programs to add to the development ol language lor 
primary school children. 
ATOM CHESS 

6 levels ol play, computer and human castling. (5K. 6, 6K) 

All prices include VAT post arKl packing, . 
Send cheques, postal orders etc to Acornsott, Dept 
4 A Market Hill. Cambridge. 
Credit card holders can ring 01 930 16 1 4 and 
place i heir orders direct. 



WOODLAND 
SOFTWARE 



d1 50 
£11.50 

£11.50 

€11-50 

El 1.50 

£11.50 
£1150 
E6.00 

£1150 
£11 JO 



MAIL ORDER MICROCOMPUTER 
SUPPLIES FOR THE APPLE 



WuadFv*eKP it"'-'-- 

G^aci ie Attack 48X f I T4. tft 

Doom Cavnrn 48K LA f 12 50 

0dy*s*y48Ki £14 ;s 

TiOk Anackl>*th Run 4flK IA £12 «) 

Wilderness CampJMgn 46* A l ' ^ Ut> 

Wil'Jarn«s4 Jl Dungeon 4fiK I -'A £20,75 

Mission Aiteriod 4BK M £11.75 

Myaterv KouK 48K M E 1 4.75 

Wizard & Pr.ncess 48* M E 1 9 ?5 

Crsnaton Manor 4BK M E20.75 

Hi-R« FuctbaMBK m £22 75 

Hi-fiaa Soccer 48 K M CI 7.75 

Hi-Res Cnbbage 48* M £1*75 

M.is. e Oafen.se 4 S< M £17.75 

5aoor,age4BK M CI 4 75 

Gobb | e' r 4BK M £14 75 

L A Lantt Mfjiopolv 48K A £16 75 

Hvparapaca W»r» 48K A £t6 75 

3-D Skiing 48K A £14 75. 

A Apptfesofi I fntege' 
i/A-tntegrr & Apptewtt 
M -fiuriS on any Appt* 
P-R*qw*$ 0OS 3 3 



Epoch 48K M ! 20 

Copts 5 flotibafi 4flK, M E2Q 75 

Quiposr 48K M E16 76 

Bear R\.n 48K M t?G75 

Gof fl on4BKVI EZ2.75 

Sneakers 4«KM fl6 7& 

Gimm»{)M)lifi4BKy £ 1 ft 75 

Auiobahn 4B< M El 6 75 

Crt>,lmn 4BK V fl6 7E 

PuJsar II46K M El 6 75 

Spice Ega* 4S« M £16.75 

Phgnroms Fuce 48K M El 6 75 

CyDe* Strike 48 K M E2175 

Stir Cruiser 32* W E1375 

Both fla'rfils 4&< A £13 75 

i 2 Ora* 3 3 4BK A £2 7 75 

Higher Graphical I 48* l/A EZ0 75 

Higher 32K \TA £20 75 

Supa* scnOe 4$K M t 50 7 5 

Eiptdner II 4BK A £77.75 

UK dtsirtttitort lOt 
S/r 7>r.r"l tt\( 
Trail* f^Qv>f>95 mwlnd 



AM software is disc based. All prices are inclusive, 
6n multiple orders of 3 or more programs P&P is 
FREE; please ado 50p P&P on orders less than 3, 
A list of our fu/f range of software is free on request 

from: 

WOODLAND SOFTWARE 

103 Oxford Gardens, London WIO 6NF. 
Telephone: 01-960 4877 
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BY DAVID ANNAL 



WHEN you are offered a "micro- 
chip orchestra" or an "instant 
musician" for £36 it is easy to 
shrug off the claims as pure 
advertising jargon. 

In the first of a series of occa- 
sional reviews an sound equip- 
ment, books and software pack- 
ages, I am investigating these 
claims, made by the manufac- 
turers of the VL-Tone mini- 
synthesiser. What do you get for 
your money? 

I had better admit that I have 
spent quite some time playing 
with and on Casio's VL-Tone and 
thoroughly enjoyed every 
minute. 

The instrument is a mono- 
phonic synthesiser, playing one 
note at a time but incorporating 
in the package a simple rhythm 
generator which, if required, 
will accompany the tune with a 
suitable beat generated on 
"bongos" and "brushes". There 
are 10 different rhythms avail- 
able, varying from a simple 
march to a complicated bos- 
sanova. 

The whole instrument mea- 
sures 11 in * 3in x lin and 
includes a speaker and internal 
batteries. An external power 
pack is available for running the 
unit from the mains. The bat- 



together but space is sacrificed 
for compactness, and compact it 

is! 

The keyboard covers a range 
of more than two octaves and an 
octave switch is provided which 
lowers or raises the pitch of the 
keyboard by an additional 
octave. A "voice" switch causes 
the sound produced to mimic one 
of five in-built instrumental 
types. These are; piano, violin, 
flute, guitar and fantasy. 

The actual sounds made are 
far from the possibilities of a 
full-blown synthesiser but they 
are sufficiently life-like to 
deserve their titles — just! 

The fantasy sound has a 
pleasant "ring" to it, together 
with vibrato and a long decay 
after the key has been released. 
Each note on the keyboard is 
numbered and, when played, 
this note number is shown on the 
LCD. display. Controls are pro- 
vided to adjust the overall vol- 
ume and also the balance bet- 
ween the percussion effect and 
the chosen voice. 

So it is possible to play a tune 
on a small keyboard instrument 
which sounds almost like the 
real thing and which can be 
accompanied by an appropriate 
percussion rhythm. 

Inside the VL-Tone there is a 
memory which can remember up 
to 100 notes. If the function 
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teries last for quite a long time, 
however, and an auto shut down 
is provided which conserves 
them by turning the instrument 
off if it is left for more than six 
minutes without being asked to 
do something. 

The "keys" are, in reality, 
small black or white buttons, as 
appropriate, but they operate 
very easily and precisely and 
fast trills are possible, 

An experienced musician 
might find that they are too close 



switch is set to record and a tune 
is played, this tune will be 
stored in memory and can be 
recalled at will. The voice used, 
and the tempo of playback, can 
be varied. 

Percussion can be used, if 
required and the notes entered 
need not be in "rhythm" or of the 
correct duration — they can be 
altered afterwards. This means 
that an inexperienced musician 
can enter notes in his own time 
as he works out what they are 




or copies 
easy entry 
music book 
the instru- 



from a sheet of m 
them from one 
tunes listed 
which accomC 
mJ \ 

Having entered the complete 
piece, the music which has been 
stored is then played back using 
the one -key play Eadiijy* Each 
time this key is pressed the next 
note of the remembered tvine is 
produced. It ccm now be played 
to sound right by ear and it will 
be re-remembered in its) new 
form' The rhythm saction Can be 
used to keep you in time but wiil 
not be remembered as well. The 
whole tune can now be played 
through by one press on the 
"auto play" button. \ 

Another excellent facility is 
provided on the VL-Tone, the 
ability to set up your own indi- 
vidual' "voice". This remarkable 
instrument can be piograri ,: 

JfcS unique 



to remember 
envelope pat 
Millions of 
tible! The* 





attack time. 



bina lions are 
ameters which 
ve type. 

sustain 



level, sustain time, release time, 
vibrato and tremulo. 

The setting combination of 
those you like, should be noted 
down before erasing them. The 
instrument will remember the 
last programmed envelope and 
this will be stored at power off. 

Will it do anything else? Well 
it will tune to a concert pitch for 
playing with other instruments, 
it has an output jack which 
enables it to be connected to an 
external amplifier, such as that 
described last month (or an even 
more powerful one), it can play 
your programmed tune tour 
times in a row if requested, it 
comes complete with a com- 
prehensive tune book and it also 
contains its own in-built demon- 
stration tune r called "German 
Folk Song". 

Oh. and I almost forgot, you 
can use the VL-Tone as an eight- 
figure L.C.D. calculator to per- 
form all the usual arithmetic, 
including square roots and per- 
centages with the use of up to 
four constants and a full memory 
recall facility! 



CAN YOU SAVE MIDDLE EARTH BY 
RESCUING FRODO FROM 
SHELOB'S LAIR...? 

LORD OF THE RINGS 



°0 N 0T 



Lord of the Rings is an entirely new type of game, combining a little of the 
principte of the Adventure' type of game, using words as spells, etc; a 
little of the 'Quest' principle of moving around the 'rooms'; plus actual 
graphics showing the various levels, walls, doors, nasties and yourself, 
Frodo. 

The appeal of the game is that it combines skill and chance, so that 
though developing strategies are important, there is no guarantee that 
having learnt a strategy it will work twice! 

The game is an adaption of Tolkien's book The Lord of the Rings', spell words actually being taken from 
:hi_r book as are the characters, 

Tolkien enthusiasts will not need convincing of the necessity of saving Middle Earth by escaping from 
Shelob's Lair; those without this background knowledge will have to play a few games before they become 
addicted! 

In your quest to cast the ring into the Crack of Doom to destroy its evil power you will travel a long and 
dangerous road. The Lair is on many levels, so you must find the stairs, and beware of the clever nasties, 
monsters and dwarves which can detect you from a distance and rush for your gold, which you need to 
bribe. There are secret tunnels, monster's tombs and the like. 

During your travels you can meet Shelob herself, a Fiery Balrog, Lord of the Nazgul, a Hideous Hill-Troll 
Chief, a Numakil from the Far Harrad r Hissing Gollum, a Howling Warg, a Barrow-Wight and all those 
characters of spell words. 

The game, though easy to actually play is complicated in itself with many and varied happenings along the 
way. But its advantage is that all the time you can see and manipulate yourself in eight different directions. 

Peter and Margaret Hutt have developed and produced a most absorbing, and certainly addictive, 
game , . . £9.50 

All prices are VAT paid and postage free Seme 

nsas 
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Programs are for the Tandy TflS HO and Video Geme, 
day return first class post service. All software fully guaranteed and in stock a 5 we a~re the actual 
publishers, not the retailers. Free catalogue upon request 



0246 SS0357 KANSAS CITY SYSTEMS, UNIT 3, SUTTON SPRING WOOD. CHESTERFIELD S44 SXF 



ZX81 IK PROGRAMS 
FROM VIDEO SOFTWARE LIMITED 



These programs are written to the same high standard as our highly 
acclaimed 16K software. All the programs are entirely original. <f\lote 
the absence of Mastermind, Lunar Lander etc.) They era so good that 
they worth buying even if you have the 16K RAM. 

ZX81 IK PARTY TRICKS NO 1 Indudw:- 

+ SHOOT Pidi vour tp<A, take ihe panalty and watch ihe goalie attempt to 
uvfl — sometime* h» tucce&d*. 

* SKETCH. U»e cursor kayn to Draw large pieturw • *lmo*( full screen and 

s£ue them on lApe. 

* NAME THE DAY. Calculates the day ol Th« w««k corresponding la any valid 

data m the twentieth century. 

* DRIVE THE TRAIN Ever wanted to drive a train? Thia little program will 

■must 0M youngest memoer* of trie family, 

* OfMG ER' WONG EH Watch the compute draw it* own pictures and sat u up 

iq draw yours 

* WEATHER An endteu variety of regional weather forecasts. — all o( them 

m accural if but ih«ri 5li wfi ihe real linea 

* UFO. Tha inevitable space game, ShOOl down tha circling UFO using your 

photon torpedo under keyboard control. 

* WHO SHOT JR? Four suspects, four places, four time* ai day, four 

weapons From ihe clue* given deduce who shot JR. 

* FIELD GUN ¥00 are tho officer in charge or a held gun. Can you hit the 

target? 

* MYSTERY PROGRAM. Still to be decided, but it will be as good as the 

Others. 

NOTE These programs are NOT suitable for ZXBO. 



Send cash with order to: 
VIDEO SOFTWARE LTD (CVGJ 
Stone Lane, 
Kmvfir. Stourbridge. 
West Midlands DY7 6EQ 



Manual only with fully 

annotated listings £1.95 

Manual & Cassette £4.95 

Deluxe boxed set — ideal 

gift £7.95 



t n & F SOFTWARE * 

MORE NEW REAL TIME GAMES 
FOR ATOM USERS 

C.ifPlX.1 POLECAT- Avoid being eaten by the polecat searching the 
maze tor you. 5K text 6K graphms ,£4,96 

GOTO! EARLY WARNING: Destroy the attacking ICSM's using a 
realistic radar display and intercept missiles. *B levels. Sound. 
Score and screen counters. 4K text6K graphic! ,,,,£4.95 

GQ1Q2 MINEFIELD: Watch out lor chain reactions as you clear the 
mines with your tank. Each mission becomes harder I Sound. 
Score and high score. 5K teal graphics , £4 .95 

G01G3 TANGLED: Challenge your friend or the Atom to this game of 
skill, The more you score the harder you find the game. Four s*.ii< 
levels Sound individual and highest scores displayed. 6K text 
JK graphics. £3.95 

EO20O TIME TUTOR: Teach your children the time the modern way. 

The program randomly seluCts a lime and displays it on a 
standard clock face, responding to the students input telling the 
correct time if the student is wrung . Makes learning tun Sou nd. 

Score. 5K text ttK graphics P.95 

* SPECIAL OFFER * {supplied on one tape] 

Select any two programs from "Polecat", "Early Warning" or "Minefield" 
qnly £8.50 or all three tor only £10.00 

All lour names nroqrams for only £12.00 



F 



for 



Order Form: Send cheque/PO payable to "ANDERSON" to Af»F 
SOFTWARE, lOWlLPSHIRE AVE LONGSlGHT. MANCHESTER Ml? 



RgtUTn nlme add .i-ililr*:?..:, 



<S.A.E. for full 1*1 ol 
Pliable programs. 



Special Oft* 



Code No. 


Program Trtle 
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SOME inventive use of graphics 
should provide you with a 
suitably stylish missile launcher 
at the bottom of your space 
invaders" screen but now you 
will need something to fire at the 
"meanies'\ 

A missile can be launched by 
pressing any key if the GET 
statement is used. The move- 
ment of the missile across the 
screen is generated by using a 
simple loop. 

The length of the delay deter- 
mines the speed at which the 
missile moves. A Basic program, 
written for the Pet, to fire a mis- 
sile up the screen in the way 
described is: 
10 PRINT "[CIS]' 
20 POKE 33747,81 : POKE 33707 33 
30 Q = 33667 

40 GET CS : IF CS = " " THEN 40 

SO FOR I - 1 TO 23 

60 POKE Q, 46 

70 FOR J = 1 TO 20 ! NEXT J 

80 POKE Q, 32 

90 Q - Q - 40 

100 NEXT I 

UO GOTO 30 

The way to see if the missile 
has hit a target is to look ahead 
of the missile to see if anything 
is in the way. 

On the video screen, it is 
reasonable to assume that if the 
next missile position contains 
anything other than a space then 
the missile has hit a target and 
an explosion should occur! The 
previous loop can be modified to 
give this: 

PLOT MISSILE 

DELAY 

BLANK OUT MISSILE 

CALCULATE 
NEXT POSITION 



t 

NO 



I 

ANYTHING 
- THERE? 

I 

YES 

1 



GO FOR YOUR MISSILE LAUNCHER 



Shooting a space invader out ol the 
sky is not the simple task it might 

seem. 

Having shown how lo draw Ihe 
alien horrors and make Ihem move, 




in my first two columns, it is now 
time lo finish Ihem off and so com- 
plete the fundamentals of the space 
invader game 

White most ol the arcade space 
invader games contain the same 
6502 microprocessor as the Pel, 
Apple and other microcomputers, 
their programs are written in 
machine code, rather than Basic, tor 
reasons of speed. However, the 
methods contained In the programs 
are the same whatever language 
they are written in, and by present- 
ing programs in Basic the methods 
can be understood relatively easily. 

The program fragments presented 
show in turn, how to fire and display 
a missile, how to delect whether the 
missile has nit a target and how to 
combine these to lire at a moving 
target. The methods and ideas 
behind Ihe programs can be 
modified and adapted for much more 
sophisticated programs. 




CREATE EXPLOSION 



BY GARRY MARSHALL 



A program for this is: 
10 POKE 33747, 81 : POKE 33707, 
93 

20 Q ~ 33667 

40 GET CS : IF CS = THEN 40 
50 FOR I - 1 TO 23 
60 POKE Q, 46 
70 FOR J - 1 TO 20 : NEXT J 
80 POKE Q, 32 
90 Q = Q - 40 
iOO IF PEEK (Q) 
110 NEXT I 
120 GOTO 20 
200 POKE Q, 160 
210 POKE Q -40, 160 
1, 160 

220 POKE Q + 40, 160 

I, 160 

230 POKE Q - 40. 124 
1, 10B 

240 POKE Q +40, 123 
1. 126 

250 GOTO 210 

This program gives the explo- 
sion effect generated by lines 200 
to 250 if the missile hits any 
non-space character left on the 
screen when the program is run. 



32 THEN 200 



POKE Q + 
POKE Q 
POKE Q + 
POKE Q - 



There is plenty of scope tor pro- 
ducing imaginative explosion 
effects. 

A slight modification to the 
previous loop gives the basis of 
a program lor shooting missiles 
at a moving target. The loop is: 

PLOT MISSILE 
MOVE TARGET 

BLANK OUT MISSILE 

1 

CALCULATE NEXT POSITION 



t 

NO 



ANYTHING 
THERE? 

i 

VES 



CREATE EXPLOSION 

The previous program can be 
modified to realise this. An 
instruction to clear the screen 
should be added to the begin- 
ning. At line 30 a call to a sub- 
routine to plot the target should 
be included, and line 70 
replaced by a call to a sub- 
routine that moves the target. 




Last month, I left yoii this program: 
TO FOR I =1 TO 2 
20 FOR J = 1 TO 4 
30 PRINT "XXXX XXXX" 
40 NEXT J 
50 FOR K = 1 TO 4 
60 PRINT l+ XXXX XXXX" 
70 NEXT K 
BO NEXT I 
90 END 

If you were able to RUN tills pro- 
gram, you would have had the fol- 
lowing pattern printed. 

XXXX XXXX 
XXXX XXXX 
XXXX XXXX 
XXXX XXXX 

XXXX XXXX 

XXXX XXXX 

XXXX XXXX 
5C 5C X. XX X JC 
XXXX XXXX 
XXXX XXXX 
XXXX XXXX 
XXXX XXXX 

XXXX XXXX 

XXXX XXXX 

XXXX XXXX 

XXXX XXXX 

To make it easier for you lo under- 
stand how the pattern is produced, I 
could describe the program as fol- 
lows: 

repeat 2 times 

repeat 4 limes 

print lirst line of pattern 
end repeat 

repeat 4 limes 

print second line of pattern 

end repeat 
end repeat 

You can see how all sorts of pat- 
terns could he developed by printing 
the appropriate strings of characters 
— blanks and non-blanks — within 
loops, fly extending the above pro- 
gram, you could print a representa- 
tion of a chessboard. With careful 
planning (and a good imagination), 
you can use this simple technique to 
draw" anything from a spaceship to 
a personal portrait, 




There are two techniques that 
can be used to make programs 
easier to read and, therefore, 
easier to understand. These are:- 
the use of comments in your 
programs, and indenting chosen 
lines of your program. 

To illustrate these techniques, 
I will rewrite a previous pro- 
gram. 

10 REM PROGRAM TO SUM 5 
PAIRS OF NUMBERS 

20 REM 

30 FOR I = 1 TO 5 

40 REM INPUT A 

PAIR OF NUM- 
BERS 

50 INPUT A,B 

60 REM PRINT THE 

SUM OF THE PAIR 
70 PRINT A +B 




30 NEXT I 

90 END 

Comments can be inserted by 
the use of REM statements. 
"REM" indicates to the computer 
that the rest of the line is com- 
ment* 

By including extra spaces, 
lines can be indented to improve 
the lay-out of a program. In par- 
ticular, this can be used to 
clearly show the beginning and 
end of a loop. 

Unfortunately, although it is 
good programming practice to 
use these techniques, they are 
often omitted in programs for 
microcomputers. The amount of 
space for storing programs is 
often very small and therefore 
comments are omitted to keep 
the size of a program to a 
minimum. However, unless the 
size of a program is critical, you 
should include comments as 
they are helpful to the program- 
mer and others who will use the 
program. 

the Ktf ™ 

GOOD 6RAPWC* 

With an ordinary keyboard (simi- 
lar to a typewriter keyboard), the 
quality of the pictures you can 
produce will be very limited. For 
this reason, many of the micro- 
computers have keyboards with 
special "graphic keys". 

These keys produce characters 
such as: 



The use of these special 
characters will allow the pro- 
grammer to selectively "shade" 
areas of the screen. As a result, 
the quality and range of pictures 
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that can be printed will be much 
greater. 

You now have sufficient know- 
ledge of Basic to enable you to 
write programs to produce these 
pictures — it is simply a matter 
of experimenting with combina- 
tions of these graphic characters 
until you achieve the desired 
result! 

Some microcomputer key- 
boards also have keys for the 
characters: 

* v 

This is obviously useful for 
writing programs to play card 
games. 



♦ * 





I have looked at programs with 
loops created by a matching pair 
of statements of the form: 
40 FOR I = 1 TO 5 



80 NEXT I 

The effect of this pair of state- 
ments is to cause the set of 
statements 'bracketed" by them 
to be repeated five times. 

The variable "1" acts as a 
count variable. Initially, "1" is 
given the value 1. Each time the 
instruction "NEXT f is reached, 
the value of T is increased by 1 
and the loop is repeated. This 
process continues until the new 
value of T would exceed the 
upper limit of 5. At this point, the 
computer stops looping and pro- 
ceeds with the program. 



Tofilzl 
2 

NEXT I If. 



In this way, T will take the 
values 1. 2, 3, 4, and 5, in that 
order, and it is therefore a count 
of the number of times round the 
loop. 

My reason tor explaining in 
detail the operation of the FOR 
and NEXT statements is that I 
now want to introduce loops of 
the form 

40 For X - 2 TO 20 STEP 2 



70 NEXT X 

The format of the NEXT state- 
ment remains the same, but 
there are two important changes 
to the FOR statement. 

Firstly, the initial value oi the 
variable is a value other than 1 
in this case the initial value 

will be % 

Secondly, a "step-size" of 2 has 
been specified. Each time the 
instruction "NEXT X" is reached, 
the value of "X" will be 
increased by 2. In general, if no 
"step-size" is specified in the 
FOR statement, then it is 



assumed to be a step-size of L 

In the above example, "X" will 
take the values 2, 4, 6, 8, . . . 20 
and the loop will be repeated 10 
times. 

It is also possible to have a 
negative step-size. Clearly, this 
means that the initial value of 
the variable must be greater 
than the final value. 
30 FOR Y 5 TO 1 STEP -1 



60 NEXT Y 

In this case, "Y" will take the 
values 5, 4, 3, 2 and 1, in that 
order. 

These types of FOR statement 
are useful when you are required 
to repeat a calculation for a 
predetermined set of values. 
The FOR and NEXT statements 
can be used in this way to actu- 
ally generate the required set of 
values. 

For example assume you want 
to print a table of squares of all 
even numbers in the range 2-20- 1 
have already given an example 
of a FOR statement that will 
generate the required set of even 
numbers. The complete program 
would be: 

10 REM PROGRAM TO PRINT 
TABLE OF SQUARES 

20 REM OF EVEN NUMBERS IN 
THE RANGE 2-20 

30 REM 

40 FORX = 2 TO 20 STEP 2 

50 PRINT X, X*X 

60 NEXT X 

70 END 





win* 8 * loc 

m QS ft CHMMS 

Most games involve an ele- 
ment of chance. In order that you 
may write programs to play 
games, you must have some way 
of introducing the concept of 
chance, or luck, in your program. 
Next month. I will show you how 
this can be done using the Basic 
function' 'RND". 

1 will also introduce the IF 
statement. This statement can 
be used to select alternative sec- 
tions of your program depending 
upon, for example the data typed 
in when the program is RUN. 

NEXT lSS«t 
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Decathlon has become a fash- 
ionable word since Daley 
Thompson brought back a gold 
medal from Moscow, and now 
the 10 events are available on 
□ne cassette. 

Olympic Decathlon is one of 
the best games packages on 
the market and takes you 
through all 10 athletics events 
using superb graphics. 

The events are 100 metre 
dash, long jump, shot put, high 
jump, 400 metre dash, 110 
metre hurdles, discus, pole 
vault, javelin and 1500 metre 
run 

The aim is to get as many 
points in each event and to 
beat the present world record if 
possible. Up to six competitors 
may enter any one event — and 
there is a very necessary prac- 
tice facility to allow the player 
to get familiar with the r some 
times, rather complicated keying 



A GOLD MEDAL WINNER 



-a 



and control sequence. 

The 100 metre dash requires 
the use of four keys. 

The speed of pressing 
alternate keys determines the 
speed of moving along the 
track. The long jump requires 
the use of the "X" and 
"Return"' keys. 

As the athlete moves along 
the track pressing the X" by 
keys plants the foot for takeoff, 
and the time until the 
"Return " >s pressed deter- 
mines the angle of take-off — it 
is very difficult. The next event 
— the shot put - is even more 
difficult. 

It needs games paddles — 
each dial determining the 



amount of energy going to the 
shoulder or tricep muscles. It is 
very easy to get the shot going 
backwards, falling on your head, 
or dropping on your toes — 
everything except going for- 
ward! 

The high lump is similar to 
the long jump requiring use of 
the "X" and "Return" keys 
The 400 metre dash follows the 
same rules as the 100 metre 
version. The 110 metre hurdles 
requires the push buttons on 
the paddles, 

The discus throw is controlled 
by the "Space" bar and the 
Return'' key. The former starts 
the rotation of the athlete, the 
latter determines the point of 



release and away it sails. 

Pole vault is by far the most 
skilful event, requiring co 
ordination of five keys — two 
being pressed alternatively to 
determine the speed, another 
to determine the planting point, 
another to pull to the hand- 
stand, and the fifth to push the 
pole away. I have yet to see 
anyone successfully attempt itl 

The javelin throw is similar, 
but only requires four keys 
finally the 1500 metres needs 
four keys to control the direc 
tion of run. 

The highest score so far 
achieved by those testing this 
program was around 5,000. As 
10,000 is possible you can see 
how far we have to go. 

In conclusion, this is one of 
the best games programs avail- 
able, and is highly recom- 
mended to all Apple users at a 
cost of £13.95, 
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'Death can come swiftly at the 
hands of the little creatures who 
have lent their name to the 
adventure game Goblins. 

The game runs on a 4BK Apple 
and is one of the growing stable 
of graphically illustrated adven- 
ture games from the U S- firm of 
Highlands Computer Services, As 
with most adventure games the 
object is to wander around an 
imaginary stretch of countryside 
littered with valuable and magical 
items, horrendous monsters and 
rather nasty traps, with the 
intention of emerging from the 
trip both somewhat richer and 
still in one piece. 

Goblins follows this now tradi- 
tional mould. The player has to 
pit his wits against a variety of 
traps and monsters and accumu- 
late a score, judged, in a fairly 
arbitrary way, by the computer, 
The game makes use of the 
Apple's hi-resolution graphics 
capabilities by displaying to the 
player a scene representing that 
faced by the adventurer, and 
there is even an occasional piece 
of animation thrown in for good 



measure- Unfortunately one limi- 
tation of the graphics is that the 
scene displayed does not always 
correspond accurately to the 
choice of directions available 

Every so often during the 
course of the game, the player 
catches a glimpse of, what I at 
first took to be. a demented rab 
bit but what is, in fact, one of the 
goblins mentioned iff the title of 
the game. 

And on occasion (usually if 
your adventurer has been loiter 
ing about in the same location for 
more than a couple of moves I the 
goblin rushes towards you — 
with a good chance of killing your 
adventurer stone dead on the 
spot. 

It's a Tautt of which a number 
of adventure games suffer but 
Goblins is particularly infuriating 
for the number of times the 
player finds his adventurer con- 
fronted with a sudden and arbit- 
rary death. Maybe it was the 
aftershave some of my 
adventurers were wearing, 
but a succession of 
them were dispatched^ 



by vicious goblins without so much 
as a warning glimpse that one 
was in the vicinity 

The game also features sev 
eral fatal traps which result 
either in instant jand unpro 
yoked} death or a situation 
involving little prospect of 
escape, The fairest, and most 
imaginative, death I suffered was 
whilst sinking in quicksand: 
responding to the program's 
{unhelpful) advice to lighten my 
load I foolishly dropped some 
limes I had found earlier in the 
e xpe d itio n , o n ly to s uffe r fatally a s 
they turned the quicksand to 
quick-setting cement i 

Mind you, if you find you are 
doing well in the course of a 
game, Goblins does 
allow you to save 
the game In 
progress on 
disc 



Goblins is not without its fair 
share of bugs. The command 
look down" generated the puzzl- 
ing response "The title is Igpaf 
Atlma' " I found later in the 
game a book where this same 
response more appropriately 
resulted from the command 
read cover" t also found other 
problems with the Egyptian 
Scarab obiect. 

Goblins will doubtless be very 
popular with keen adventure 
games players — although I 
found it a good deal less addic- 
tive than most adventures, The 
game comes with no instruction 
leaflet and only very brief 
instructions on disc It costs 
£15.95. 
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EAT AND BE 
EATEN . . . 

Super Glooper and Meteorites 
are the latest arcade games to 
come out of the Supersoft stable 
and excellent games they are 
too! 

Both are written in machine 
code (like all Supersoft arcade 
games! which means of course, 
that they are very fast and get 
faster with every level you sur- 
vive . 

Super Glooper was inspired by 
the popular Puckman game you'd 
spend 20p on in the amusement 
arcades. 

The object is to move round a 
maze, "glooping " all of the little 
dots in the maze, After a certain 
number of dots have been 
"glooped ", the glooper eaters. 




I 



ft METEORITES 



which have been penned up in 
the centre of the maze, will come 
after you. 

The number at the top of the 
maze tells you how many eaters 
will be released. When you clear 
the maze of dots, more eaters 
will be released to hunt you 

Once the eaters have been 



released, there ere two ways to 
escape first you can leave the 
maze by one of two exits and 
reappear on the opposite side, 
luckily, the eaters cannot follow" 
You can also "gloop " one of the 
four larger dots at the corners of 
the maze, the eaters change col- 
our and rush off; this is your 
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American professionalism has 
brought home the shortcoming 
of many of our own software 
houses by producing two of the 
best Sinclair games cassettes 
around. 

U.S. firm, Beam Software, 
offers Double Breakout and 
Super Invasion at £6 each — 
distributed over here by Essen- 
tial Software. 

Super Invasion is available in 
two forms — one for the origi- 
nal ZX80 and the other for the 
ZX81/ZX8Q with 8K ROM, The 
documentation on all the Beam 
Software programs is very 
good, with the rear of the 
instruction sheet having a com- 
prehensive description for fool- 
proof loading of the cassettes. 

Super Invasion is a very basic 
form ol space invaders without 
the usual "barriers" that give 
protection from the invader's 
bombs. This makes it rather dif- 
ficult to win, especially as you 
only have five lasers to fire, and 
you lose one each time you are 
hit. Once all the lasers have 
been destroyed, the game stops 
for a few seconds and then 
starts again. 

There ere three levels- of skill, 
and even the lowest is rela- 
tively difficult! The graphics are 




very good, with no screen 
flicker (even on the old ZXBQ) 
and smooth control of the laser 
platform. A slightly more 
sophisticated version is avail- 
able for 2K ZXBu old ROM on 
the reverse of the ZXflO version. 

ZX80 Double Breakout is 
another machine cade program 
which also has some very 
smooth graphics. There are 
seven levels of skill, with four 
being for the average player. 
You are given nine tries to 



break through two 'walls" A 
bat is manoeuvrable in the ver- 
tical direction and the object of 
the game is to keep hitting the 
ball back at the wall so that 
bricks are dislodged progres 
sively Unfortunately, the ball 
bounces back at different ang- 
les. Sometimes you need to hit 
the ball with a moving bat to 
get the required spin 

All three games represent 
good value for money, and are 
highly recommended. 



chance to eat them and gain 
extra points but you'll have to be 
quick because they change back 
and chase you again If you 
"gloop" an eater it returns to the 
pen ready to fight again' You 
have three gloopers per game 
This game will certainly get the 
old heart rate going. 

The object of Meteorites is to 
defend your seven moon bases 
against a savage meteorite 
attack. 

Your only defence is s single 
laser cannon, directed of course 
by the numeric key pad. I found it 
very difficult at first but it 
shouldn't take you long to master 
the technique. 

The meteorites will come at 
you in waves of six, as the level 
increases, they come thicker and 
faster, and of course the higher 
the level, the higher the points 
gained when you hit one! 

However, if you should miss 
one and it smashes into the sur- 
face of the planet you lose points 
and a base — should it hit one. 
There's a nice visual effect in this 
game, when a meteorite does hit 
the surface the mountain range 
on the screen shakes 

After you've destroyed the 
first wave you will be awarded an 
extra base and the level of play 
goes up I Apparently something 
happens after the fifth level, but 
as I've never managed to reach 
the fourth level I can't tell you 
what it is, at the moment any- 
way I 

Both Super Glooper and 
Meteorites have good sound 
effects. Two excellent games 
with excellent graphics to keep 
the whole family amused for 
hours (if your fingers can keep up 
the pace). 

Both run on an 8K Pet and cost 
£8 plus VAT each. 
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An education in computers 

starts with you! 



There is another side to microcomputing, just as 
interesting as games, especially if you are a 
responsible parent or a teacher with responsibility 
for teaching computing or using computers as 
teaching aids. Computers in Education is an 
important and expanding field the implications 
and potential is only just beginning to be realised 
If you have children, or are a teacher you have a 
responsibility to keep yourself informed of 
developments in this area, Educational 
Computing is written for you 

Every issue is packed with useful and up to dale 
information covering product news, conference 
news, opinions, advice application stories, case 
studies and a forum for you to discuss youi 
concerns and interests. 

Each month we select a specific applications area, 
[n the past we have looked at such subjects as 
Mathematics, Home Economics, Business 
Studies and Engineering. In the coming months 
we will be looking a I Social Sciences, English, 
Computer Science and History 

We show the many interesting ways people are 
using computers as teaching aids. And give 
practical advice and guidance. 

Educational Computing also publishes 
comprehensive surveys that are packed with the 
kind of information you need to know. In the 
past we have looked at systems costiny less than 
£600. Educational software, courses and training 

If you are a teacher, the nature of your job and the 
responsibilities that go with it demand that you 
keep yourself informed of current affairs — and 
little is going to affect you, your colleagues and 
your students in this respect as much as computers 



I enclose a cheque for £6.50 (U K,); Europe 
£12; non -Europe £14 Ten issues a year 
Cheques should be made payable to 
Educational Computing. 

Name 

Position 

Establishment 

Address 



Signed Date 



NOW POST PLEASE TO Educational 
Computing. 8 Herbal Hill, London EC1 5JB 



If you are a responsible parent you will want to 
know what your children are being taught in 
schools about the new technology. Many parents 
are diligent members of their local PTA. From 
January we shall carry a regular feature looking 
at the many ways PTAs have helped schools raise 
money for computers, peripherals and software. 

The best way of keepiny yourself directly informed 
is to subscribe to Educational Computing. 




Simply fill out the form. 




Educational Computing 

the magazine looking to the future 
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MICRO GEN QUALITY PROGRAMS 
IX 81 CHESS ZX NEW YORK 



LOOK AT THESE FEATURES 

* Graphic display of positions on chess board 

* Displays separate record of your move and the 
computers 

* Written in superfast machine code 

* Plays all legal moves including castling and 
enpassant but if an illegal move is entered will 
answer illegal move 

* Six levels of play 

* Random weighting computer doesn't always play 
the same move in an identical situation 

* Board can be set up to any configuration and you 
can even alter or exchange sides in midgame 

* Amazing power in 10K of memory 
PLUS CHESS CLOCK! 

* Records and display time taken per player 

* Peseta ble function 

* Single key entry 



CAN YOU BOMB AND BLOW UP YOUfl TARGETS 
BEFORE YOUR PLANE LOSES ALTITUDE AND 
CRASHES 

★ Superb graphics 

* Superfast machine code 

* Score continuously incremented 

# Displays highest score of previous games 

★ Simulated bombs and rockets 

+ ZX reflex 

Are you as fast as you thought? 
Find out with this game! 
Only £4.50 plus 40p p+p 



Please note we also supply Hilderbay Professional Business Software. Details on application 

CHEQUES AND POSTAL ORDERS PAYABLE TO MICRO GEN DEPT VG, 24 AGAR 
CRESCENT, BRACKNELL, BERKS. 




Metal cased 



CROFTON 
MONITOR 

10 MHZ Bandwidth 
P4 Standard 
E72.50+VAT(E83.37) 
plus carriage 
For P31 (green) high 
resolution tube add £12. 50 + vat ( £1 4,38) 

& ia| Al Plastic cased 

NEW'PRINCE MONITOR 



High resolution 
24 MHZ Bandwidth 
P31 (green) Standard 
for onty 
£110.00 +VAT 
( £126 50) plus 
carriage 



ALL MAJOR CREDIT CARDS 
ACCEPTED - Small surcharge |»-- 

CROFTON ELECTRONICS LTD 

35 Grosvenor Road P Twickenham, MicJdx TWl 
01-891 1923/1513 





hum irsv 



ZX81 



26 Spiers Close 

Kr>owle, Solihull 
West Midlands 
693 9ES England 



ZX80 



1K Space Intruders £5.00 
3K Super Version £6.00 

Wrrrtan in machine <;twle 
to yivft Pds I moving 
Flicker Free' graphics 
A superb achievement,. 

Hijfjptiea nn cassette w*m <»st»iq 

16K High Resolution £4.00 
(192x184/graph.c pictures 

Never before achieved on The ZX 
Create you* own artwork 

Suppitetf on cassette itntn itstrng 
ana demcfnstfjunif) picture 



9K Nightmare Park £3.75 

The park o! DEATH can 
you gat through this 
rnohrrrwe No human has 
vet »UC waded. Confronted by all 
aorta o< Happenings' you'll be 
•JkC" lo yrjur wits end 

Supplied on cassette on r y 
Specify 4K.8K ROMor ZKBl when or da ring 



NEW INTERACTIVE GRAPH K 



DRAGON MAZE ... af* you cunning enough tq * 
i he dragon? you are impeded by darkrwat; the < 
are only displayed when yOu make a bad nKJrt, I rug, 
gives the dragon an advantage . Vou haw* to play by 
the rules - th* dragon breaks the-m when h«g*ts 
angry. Fun fpc adages! 

Cessetle and list ing €5. 00 1 for ZX 8 > onty ) 
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1_ 



TRSSOand 
GENIE Owners 



FANTASTIC N£W 

UOHT PIU 



Play Backgammui' > r-.«- 1 1 . 1/ ; : i K \\-o 'iiovp >■ 
pips by |u*t po-irting the pen at scfeen Comes 
complete *itri info srieeli ant} game casst'llc 
Video Genie owners require 2nd cassette 
player or mini amp, 

Buy 2 and get 
a tree 

V-coflr*ec)or 



£9-95 



Mft€ftO©EAi 



SHARP PRICES 

M2-80K 48K 




€399 00 inc. VAT 



SOFTWARE: 

Comprehensive selection 
of games etc. send S.A.E. 
for full details. 

SHARP CENTRE | 

16 MELVILLE ST, 
LINCOLN. TEL: LING. 32379 




ZX80 — ZX 81 
HARDWARE 

Tape recorder inicrface unit. Designed tu 
hdp those with LOADING difficulties, 
Self cunt ained bit £12.50 inc. 
Video amp, unit to allow ZX8W81 to 
drive standard video monitor. Much bel- 
ter picture* than on the T.Ws. Self con- 
tained a i £12,50 inc. 

SAE for dttaib 

D. BRUCE ELVA .THCJNICS 
THE BEACON 
KI.U KHM I ROCKS 
CLEVELAND TSJ7 JBH 
IT! I.. 07BJS43612 



Software for MZ80K £8.50 EACH 



Treasure 

Space Adventure 

impo&SJWe Ma2e 

Cowboy Round Up 

MX80 Composer 

Grand Pnx 

One Man One Dog 

Kaleido 

Spjes 

The Pit 

Road Race 

Alligator 



Word Power 
History 
Geography 
Memory Test 
Mult Tables 
French 
German 
Spa rush 
Welsh 
Math Test 
Maths Drill 
Master Mind 



MQRRJST0N COMPUTER CENTRE 

46 CROWN STREET 
3 MQRPISTQN 
SWANSEA Tel: 795617 




A beginner's guid 


le to plain jargon 


ARGUMENT The known refer- 


HARDCOPY A printed copy of 



ence racior necessary to una trie 
desired item in cr table. 

ARRAY A series of items (data or 
information) arranged to form a 
meaningful pattern, 

ARRAY INDICES Symbols or 
numbers used to identify a par- 
ticular quantity in an array, 

BITS Binary digiTS. The Os and Is 
that make up the binary code 
computers understand. 

BUG A slang term given to a 
mistake in a computer program 
which prevents it working, It can 
refer to a mechanical, electrical 
or electronic defect in a com- 
puter. 

BYTE A term to measure a 
number of bits (binary digits.;, 
usually eight bits to a byte. 

CHIP A tiny piece of silicon 
which holds all the components 
that make up a microprocessor. 

CHARACTER STRING A sequ- 
ence of characters in a row. 

FOR . , , NEXT A Basic state- 
ment which is an instruction 
used for repetition of a sequence 
of program statements (see 
loop). 

FUNCTION A special purpose or 
characteristic action of a prog- 
ram. 

GOSUB A Basic command 
instructing the computer to go to 
a subroutine in a computer prog- 
ram* 

GOTO A Basic command which 
tells the computer" to jump to 
another line in a computer prog- 
ram. 

GRAPHICS CHARACTERS The 

name given to pictorial rep- 
resentation of data such as plot- 
ted graphs, engineering draw- 
ings and computer games. 



machine output in a visually 
readable form, 

HARDWARE A general term 
given to all pieces of electronic 
and mechanical devices which 
make up a computer system, i.e. 
the actual machines. 

INPUT Information which is fed 
into the computer. 

INTEGER A number which does 
not contain a decimal point, i.e. 
a whole number. 

K Abbreviation for Kilobyte. 

KILOBYTE A measurement of 
memory capacity. 1024 bytes of 
memory. So 8K is equivalent to 
8192 bytes, 

L.E.D. (Light Emitting Diode) 

Provides a simple display and 
consists of an electron tube 
which lights up when electricity 
is passed through it. Used as an 
alternative to liquid crystal dis- 
plays in calculators and 
watches. 

LET A Basic statement which 
defines a variable. E,g. LET 
A=0. 

LOOP A Basic function referring 
to the repeated execution of a 
series of instructions for a fixed 
number of times. 

MACHINE CODE The term used 
to refer to symbols or numbers 
assigned to parts of a machine. 
It is the same as operation code 
which is the symbol telling the 
computer what operation to per- 
form. When a game is written in 
machine code it makes every- 
thing happen more swiftly, 

MEMORY A measurement of how 
much information a computer 
can cope with. 

MICROPROCESSOR another 
name for a chip. 
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SUPERMARKET 



COMPUTER CHESS 
bv 

MAIL ORDER 

EXTRA LOW PRICES' 




NEXT (See FOR . . . NEXT). 

PEEK A statement used in Basic 
which allows you to read the 
contents of a specified memory 
address, 

POKE An instruction used in 
most versions oi Basic allowing 
you to store integers in a specific 
place in memory. 

PRINT A Basic command which 
tells the computer to perform a 
calculation in a program. 

PRINTOUT The data output from 
the computer which appears in 
printed form. 

PROCESSING Handling and 
manipulating computer data. 

PROGRAM {Computer) A series 
of instructions fed into a- compu- 
ter which will solve a problem or 
accomplish an objective. 



REM A basic statement which 
provides an explanation of key 
sections in a program- 
ROM (Read Only Memory) A 
memory chip which can only be 
read from and not written into. 

ROUTINE A set of coded compu- 
ter instructions used for a par- 
ticular function in a program. 

SOFTWARE The programs fed 
into a computer, which make 
them perform what we want 
them to do. 

STRING A connected sequence 
of characters, words or other 
elements usually symbolised 
with the $ (dollar) sign. 

SUBROUTINE A computer pro- 
gram routine that is translated 
separately, generally used in 
several computer programs or 
several times in one program. 




PROGRAM LOGIC Making sure 
a program is designed and input 
Lin the correct sequence. 

RAM {Random Access Memory} 

This is a memory chip which you 
can load programs and data to 
and from. There are different 
sized RAMs capable of storing 
various amounts of information. 



TABLE A collection of informa- 
tion suitably written for easy 
reference. * 



VALUE The numerical quantity 
of a data element, and is the 
number assigned to a variable. 



VARIABLE A symbol whose 
numeric value can be changed 
at all times. It is used when writ- 
ing programs. 
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COMPUTERS 
T *h ai T1H4 1M Compute* wh»* plugs 
rjiracl mlo any TV for full colour ideal 
learning aid lor every mamb*r o< lha 
family including pre-ediooi children 
ideal tor learning c-h**» h will giv* you a 
good game or you can program your 
own or other Mattar* on io cataettfr 
floppy due. Many prn programmed 
game* module* available |u*tp<ug-in 
and p>ay 00 



1 FREE — Main.a-Afla.0lor included • 
GOODS NEW & FJLLY GUAHAMTEEO. 

PRICES EXCIUD€ VAT iP.p 
Ctub-'Schoafi'Compafry nrcfav* Mtc«fi**& 
py 'phone 
Onara/Barclaycard'AccaaMiVtaa 
accapiad by phone 
FOR IMMEDIATE DCUVEMV 

EXPQflT OflOERS WELCOMED 
A" Prist DeUvefy 
tJt/OtfOnnx on rtfQuMi 



MOUNT AINDENE 

22 Cowper Street 
London EC2 



SHARP 

IV1Z-80K 48K machine 

*CHfl ON 0GRAPK- ALARM WATCH 
•DEMONSTRATION 

m TAP£ 




GAMES TAPE 
MACHINE COVER 

PRICE INC. VAT ONLY C399 
Orders despatched ex -stock £8 p&p 




veryman m^m 
omputers P-*- 3 



14 Edward $tn«t, WeitbitrY. Wihi 
Ttl. 0373 *M644 J '8237&4 laher hourf}. 



REALLY BOOST YOUR 
SALES 



Advertise in this section, 
from £30 
01-837 3699 
k239 



Prices 
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ASTROBIRDS i5K* * 6K 
graphics) 

Incredibte GALAXIAN style 
program with fantastic 
sound effectsl Screaming 
missiles- swooping birdmen. 
Undoubtedly the best game 
on the marker. ES.90 



LUNAR LANDER <bK* + 6K 
graphics) 

Suparb high res. version. 
Long range seen, short range 
scan. Limited fuel supplies- 
Land the module with 
minimum impact. £8,90 



INVADER FORCE + 6K 

graphics y 

4 Invader types + mother 
ship- Great sound effects. 
High score. 6 skill levels & 
increasing difficulty, £6,90 



3D ASTEROIDS 43K* I 2K 
graphics) 

Steer through the rotting, 
hurtling asteroids coming 
out of the black void Expting 
new graphical representa- 
tion. £690 



*7A 

CHESS 1 12*0 AT LAST ! » WC code i mode 3 g rap h- 
ics. Look, ahead up to 8 moves. Offensive, Normal & 
defensive play 10 sub-levels. Castling, "En Pas 
sent" by player flejecjs illegal moves. Take back 
facility. Action repiay with take-over Sei up prob 
I em games ONLY £9,90 

+***####*#+******#*+****** 



ACORN 
ATOM 



PROGRAMMER'S TOOLBOX {packed 4K EPROMI 
" , 1200 BAUD Cass op system Vis»hJf! Load & Sews 
•PROGRAMMING TOOLS — single Step r Trece, 
Find, Var r LVar, Dump, Renumber, Auto, Delete, 
Hex, IHex 

•BASIC — Read. Data. Restore, fclse While, End- 
while, Cursor, Beep, Zero, On Error, Key X, Inkev 
SK, Stop. ONLY £24.45 



SUPER RACE-TRACK. M2K) 
Draw your own race- track & 
race against the clock, steer- 
ing Si accelerator controls. 

£4M 

DAM BUSTERS [3K I 2K gr> 

Realistic bombing raids, 
bouncing bombs, ack-ack 
etc £4 90 



ALIEN MAZE (5K « ?K grf 

Escape the 3D labyrinth 
before the Alien tracks you 
down, £5.90 
SPACE STORM \4K*) Survive 
amid the racing comets St 
space debris- £4.90 



J K 



MARTIANS (12K • VIA) Use 
your force field to stop them 
landing. Beware the impost 
ars. Needs quick reactions. 

£7 90 

MAZE-BALL I 1 2 K I Very fast 
Ball-m-a-maze game with 
sound effects, Requires fast 
reactions- Timings & ratings 
given. £4-90 



DEMON DUNGEON (5K # J 
Adventure game Find the 
treasure in the depths of the 
dungeons. Beware the lurk- 
ing demons whilst making 
vour escape. £«-90 



EXTRA MEMORY — Low power chips 

as recommended by Acorn 2 x 2 1 14L — £3 25 



Free Invaders program with WK of chips 



WRITTEN ANY PROGRAMS? - WE PAY 20% ROYALTlESl 
■ ■ ' SPECIAL OFFER - Deduct £1 per cassette 
when ordering 2 or more*" 



Pi ease add 5Sp/Order P & P 
t VAT at 15% 

Send See for FULL CATALOGUE 




PROGRAM POWER 

5, Wensley Road, 
Leeds LS7 2LX. 
Tel. (0532) 683186 



uk uncus 




personal compirber software \ 



MM 



16K/ZX81 SOFTWARE 

"STARTREK" 

AND NOW 

SUPER -WUMPUS" 



"16K STARTREK" full graphics, 4-levels of 
play 8x8 Galaxy, StarDases, Phasors, Photon tor- 
pedos. Klingons, Romulans, Tholians, etc. 
'16K SUPER-WUMPAS" changing caves, 
super bats. Earthquakes, pits, magic arrows, 
traps, etc. 

"GAMES PACK 1" Starwars, Hammurabi 
Graphic Lander, Mastermind, Minefield, 

"GAMES PACK 2" 30-OXO, Pontoon Android 
Nim, Flight Simulator. 

Prices £4.95 inc. each cassette 
£8,95 inc. for any two cassettes. 

Programs wanted, excellent royalties paid, 
send large S>A.E for details of our expand- 
ing range of software. Please quote ret: 
CVGJ. 



SILVER SO FT r 40, EMPRESS AVENUE, ILFORD, 
01-518 0877 



TWICKENHAM 



With the best microcomputers available 



GAMES FOR APPLE 

Missile Defence 
High Res Soccer 
Alien Typhoon Etc. 

NEW! ADULTS ONLY. 
SOFT PORN ADVENTURE 




E17O.0O + VAT. 



I TWICKENHAM 
COMPUTER 
| CENTRE LIMITED 

72, Heath Road Twickenham Mlddlmx TW1 48W 



892 7896 
891 1612 
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ZX-81 16K SOFTWARE 



PACK 13/ 1 includes all of: 

AIR TRAFFIC CONTROL: Animated radar screen of busy 
airport shown, you must bring planes into land; INVADERS: 
INVADERS SELF PLAY: PHONEBOOK; keep friends and 
relatives numbers on cassette; DATE '81: computer dating 
program, who will it pick for you? 
ALL ONLY £4.95 



PACK 16/ 2 includes all of: 

ADVENTURE ATLANTIC: You may become very rich or 
you may be marooned forever; BREAKOUT; SQUASH 
PRACTICE; TRANSLATOR: translates any European 
language to any other, vocab on cassette; 
COMPUTAPRINT: use this program to predict horse races, 
or football pods! 
ALL ONLY f4 95 



Both packs come with futt instructions, booklets and are 
saved on cassette ready to run. 



TAPEBOOK 50 version 3 



50 PROGRAMS for the IKRAM ZX-81 

The latest version Includes: SQUASH, INVADERS, 

COLUMBIA, SPLAT, INTEGRATION, BANK A/C, CREDIT 

CARD CALCULATOR AND LOTS MORE. 

All on cassette and ready to run now. With full instructions, 

Still amazing value at £6,96 the lot. 



Pitman 

Programming Pocket Guides 

A scries i)j concise., pocket-sized referent e guides to the main 
computer languages 

Pocket Guide to PiutiramminR John Shelley 
Pocket Guide to Basic Roper Hunt □ 
Pocket Ciuide to Fort ran Philip RidlerLl 
Pocket Guide toOibol Kay Wei land □ 
Pocket ( i uide to P;im-u 1 1 l.i vid Watt 

Cheap attractive and easy to use. 

For anyone interested in programming 





Order now From your local bookseller or use this advert as an 
order form. Simply tick the titles you want and send this 
coupon, with a postal order/ cheque made payable to Pitman 
Books Limited for the book[s] and your name and address to:- 
Oshpost Service, BuokCcnt re, South port PR ol >YF 
Pom and packing free. Your order w ill he dispatched within 
48 hours, 

Pitman Books 



The breakthrough you've waited for: 
PROGRAM THE ZX-81 IN ENGLISH!! 

with GAMAL 81 r you can now write adventure programs m 
hours not weeks and with GAMAL 81 you'll have every 
adventure you'll ever want for the price of one, Comes on 
cassette with instruction book, £12.95. 
i requires 16K) jCS.OO see below) 



ZX-81 



PACK 10/1 


ONLY 


SAVE 


-*■ 

PAXK 16/2 


£5.95 


£3.95 




PACK 16/1 + 


ONLY 


SAVE 


PAXK 16/2 + 




£6.90 


Tfcpebooks 50.3 


£3,96 



SPECIAL OFFER TO ZX 61 OWNERS 



GAMAL is C8.00 only if you order either offer 



CONTROL TECHNOLOGY 

39 Gloucester Rd, 6m Crow, Hyde. Cheshire 8K14 5JG 
061-348 7558 



C+tech — Big ideas for small computer - all software 
by return of postl ! 



glllllllllllllllllllllllllllllllllllllllllllllllinillNlllllllllllllllllllllllllllllllllllllHIIIIIII 

| THE ULTIMATE 
| ADVENTURE 

| FOR £1000 

| BURIED TREASURE 

^ Solve codes 

§ if Logical problems 

^ Geographical mysteries 

Consult reference books 

^ Trace mazes, caves, etc., leading to 
Hadrin's tomb with £1003 treasure 
to the finder, 

WARNING : It's not easy and will stretch 
you to the ultimate. 

Want to know more ? 



I 



Telephone or write to : 



Or send £29.50 
inclusive for the first 
= of your 2 discs. 

Runs on Apple 4BK 

iiiiiiiiii 



HOLDCO LTD | 

14, Britton Street 
London EC1MSNQ 
01-251 3090 
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ft SVSTCMS FOR THfc 
M€ & BUSINESS CNTHUSIftST 




SHARP 
MZ 80K 




SHRRP MZ 
8QK~ 48K-«W 



Sharp MZ^SOK 48K 
£399, Twin Di*k Unit 
for MZ<60 £660 r 80- 
Col. Printer for MZ-0Q 
£399, * A complete 
business system for 
less tfian £2000,00. 

Now available Sharp MZ 80B 

P.O.A. ring for details of this 
outstanding system, 

SHARP 3201 

Business computer 64 K Ram 32K Rom expand- 
able to 112K Ram 72K Rom P.O.A 
Software Packages now available 
Just compare against Apple and Pet, 

SHARP PC 1211 Pocket 

Sharp PC1211 Pocket Computer • Programs in Basic • Qwerty 
Alphabetic Keyboard • 1 9k Ram * Long battary • iWith 
Interface £105) • PC 121 1 £93 OD 
Primer for PC1211 C74.00 




ATflfLI400- p.o.a. 
RI800- P.O.A. 



nTRRI 
400/800 

Atari 400 16k 
Ram Expandable 
to 32K- Amaiing 
graphics ■ 
amazing 3D 
_ games - the game 
" computer of the 
future ■ must he 
seen to be believed ■ programs m 
"Basic" "ABembler" 'Pilot" 



1 



Phone for more details now 



GRM€ COMPUTCRS 

Atari 2600 pi Li* Combat i £94.95 Game cartridges from 
£14,95 Atari 2600 Space Invader Package plus Combat J 39 
games only £119, Atari 2600 Asteroids package plus 
Combat, 93 games, only £125, •"Asteroids Launched" 
game cartridge only £29 95, Philips G7000 Computer 
Game of the Future only £84, Game cartridges from 
£12.89 Matel Intelliuision the most advanced computer 
game |3D graphics) an unbeliavable £1B9 



CREDIT fACILfllCS 
nVRILRBL6 



SPCCIRL DttHS FOR 
CASH & CRRRV CUSTOMERS 



VIDEO S£RV!C€S BROMICY 

, -r S,,i. rL i, if*. Pork Stdtior, & ™ l V 'honCjC <^ n ™3 mQn& ' 



MAIL 
ORDER 
RVRIIABL6 



j 



TELEPHONE 01-460 4169/8833 





1 1 1 ;m ii h 



ZX81 



IK Space 



26 Spiers Close 
Knowle, Solihull 
West Midlands 
B93 9ES England 



ZX80 





A superb *ers*onof Hi* fomous arcade 
gome m fair inte roc >iw* graphs , A 4 * 2 
ariay of a liens descend moving righr & 
lcf« pr«l they can deta* t ycwjt Ld*er Base 
x> k«p il on the move. Previous and 
current gam* 'On xreen scoring 
DeVnxiable protects *hietds and 
keyboard contf ol of ihe Laser &as« & 
Lover Bolt hung irtit^g <J & arc* rhe 
'Rubout' key. 

An interactive graph j.« boll game,os 
Invaders written in mjc far good graph*. ^ 
Try your skill ond patience ot knock ing 
oil brkks from (he wall UW<J* (J 
to control ihe paddl*. 

From ci ronge of 8 notes, you con use you» 
Z X as o toy piano Your selected notes ore 
wnHen »0 tc«selte- tanlinou* prompt fo« 
new selection of notes -play bock your 
cassette nnd fluff listen to it sing. Example 
Hjnev 



THE 

BUFFER 

MICRO SHOP 

t (NEXT TO STREATHAM STATION} 

* * ★ 

NEW SOFTWARE SHOP EXCLUSIVELY FOR 

ZX81 

PROGRAMS. GAMES. "AD0/0NS" 

★ ★ * 

MOST OF THE MAIL ORDER ITEMS ADVERJ/SED IN 
THIS MAGAZINE AVAILABLE OVER THE COUNTER 

★ ★ * 

loading problems? try our interface 
Business & technical data handling progs, 
proper keyboards; consoles; vdus 

* * * 

374A STREATHAM HIGH ROAD, 
LONDON SW16 
Tel: 01 274 6674 

S.A.E. APPRECIATED FOR CATALOGUE 



3 CASSETTES & PROGRAM LISTINGS FOR 
ONLY £6.95! ! 

Startrek 16K All the usual features £4,95 

Life 16K — Fast full screen M/C version £3,95 

Mission of 16K — A dangerous recovery mission 

The Deep in the murky depths. 3 play levels £5,95 

PontooniFniit 

Machine 16K — Good graphics £3.95 

16K Ram Pack (ZX81) £37 50 
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MICROCOMPUTER COMPONENTS 

LOWEST PRICES - FASTEST DELIVERY 
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SPECIAL OFFERS 
MEMORIES 
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2532 450 «S 
2732 450 ns 

*OFFERVAL 
SUBJE 



Ml 

1 4A 

2 10 
300 

3- ZD 



4116 150 ns 0-70 

4116 200 0-07 

6116 ?00 ns 9.90 

5616 200 1105 

4110 ?00 m. 3.95 



ZILOfi ISO FiMIL'f 



z&a CPU 

CPL 
290 CTC 
SO* CTC 

2U0 own 

28QA DAfiT 
260 DMA 
2BG A DMA 
) PV 
1A AO 
280 5*1-0 
Z80A 804 
ZBO $>0-l 
M M ' 
1 SIO-2 



400 

46? 
4.90 
4 00 
7.19 
7 19 
115? 
0-09 
371 
J-70 

13 55 
13 9S 
13 06 
13.95 
1395 



Ems woo I AM m 

379 
111 
11.00 
11 OS 
135 
1,74 
420 



mm 

EF66W 
EFtfllC- 
EF662 1 
EF6840 

EF605(l 



170 



4020 
4021 
4022 
4023 
4024 
4025 
4026 

4.7b 
4031 
4033 
4034 
4035 

4041 

4042 

4043 

4*44 

4045 

4046 

41)47 

4049 

4049 

4050 

4051 

4052 

4053 

40b* 

4055 

4060 

4063 

4066 

40te 

4069 

4070 

4071 

4072 

4073 

4075 



020 


74 L SOS 


0 13 


B5B 
DM 


74LS06 


U 13 


74LSOS 


0.13 


D&2 


74LS10 


0.13 


0.17 


74LSH 


fl U 


038 


741SI2 


015 
D22 


0.10 
000 


74LS13 


MLS14 


044 


□ 30 


74LS15 


0.13 


055 


74LS20 


012 


'65 


T4LS2I 


0.14 


1 60 


74LS22 


6.14 


1 55 


74LS26 


0 11 


0 77 


74LS27 


0 14 


857 


74LS28 


4.10 


0 63 


741S30 


D.I2 


D_54 
0.69 


741S32 


0.14 


741533 


BIB 


064 


74LS37 


DIB 


166 


74LS36 


0 19 


066 
0 5H 


74LS40 


0 13 


74LS42 


0 34 


004 


74LS47 


0 39 


9 30 


74LS4& 


CM 


D30 


74LS4SI 


a 59 


D50 

068 


74LS51 


9 14 


7<LS64 


11 15 


OM 


74LS55 


016 


1211 


74LS73 


9 79 


1.20 


74LS74 


9 17 


069 


?4 LS75 


0 78 




74LS7B 


0.20 


E-5 


74LS7B 


024 


0.17 


74LS63 


060 


0.17 


741565 


070 


0.19 


•- SH-: 


0,1 T 


010 




0 30 


0.10 


741 SOt 


D.tO 


0 19 


74LS92 


0.36 


917 


74LS93 


034 



Davit* 

741595 


Pnci 1 
0 441 1 


74L51D9 


025 


74LS112 


025 


74LS113 


026 


74L&1 14 


025 


74 LSI 22 


039 


74 LSI 23 




74L5124 


100 


74LS.125 


020 


74LS126 


0.29 


74LS132 


Q 45 
6.Z9 


74LS136 


74 LSI 38 


094 


74L51#* 


037 1 


74LS145 


9 75 


74LS14B 


D9D 


74I.S151 


034 


74LS153 


0.35 


74 LSI 55 


639 


74LS156 


036 


74 LSI 57 


n 34 


74LS156 


tM 


74LSI60 


0 39 


<i, S!*:l 


9-31 


74 IS 162 


0.30 


74 LSI 63 


DM 


7ALS164 


0.47 


74LS165 


H.H 


74L5166 


0.04 


74 LSI 73 


0.71 


74 LSI 74 


0 54 


74 LSI 7S 


054 


74LS1&1 


1 39 


74L519Q 


0.15 


74LS191 


0.55 


74LS192 


060 


74 LSI 93- 


059 


74LS104 


9 39 


74LSI95 


9.30 


74LS196 


9.51 


74LS197 


005 


74LS221 


000 


74LS24D 


009 


74LS241 


9.90 


74lS?4? 


079 


74LS243 


9 79 


7415244 


a.Tfl 


74LS24S 


Die 


74LS247 


1 34 


74LS248 


1 00 


74LS249 


a m 


74LS251 


0.39 


74ES253 


0 39 


74LS757 


944 


74L5254 


a 39 


74 LS254 


036 


74LS26L 


1.90 


74LS565 


023 


74LS273 


a oo 


74LS279 


0 34 


74LS263 


044 


74LS20C- 


0.34 


74LS293 


0.45 


74LS365 


OM 


74L5J&6 


9,04 


74LS367 


D.34 


74LS366 


044 


?4LS3 7 3 


9 74 


74LS374 


0 74 


j J4LS375 


0.47 


74LS377 


D.09 


74LS378 




74LS379 


ns* 


74LS3BC 


029 


74LS300 


059 


74LS393 


0^9 



LOW PHDFILI DHL 
SOCKETS 

r*urrf»r <i FViS 



1 


007 
009 


14 
16 


009 


16 


aio 


20 


0.17 


22 


Q.2I 


24 


023 


20 


025 


40 


029 


WftMJ 




1 Mh; 


3.00 


1 04 3^ Mi: 


250 


4 Mhi 


1 65 



OFFICIAL CREDIT CARD ORDERS QUANTITY 

ORDERS WELCOME WELCOME DISCOUNTS AVAILABLE 

S i Sues? exclJdeTost ard packing on orders under dU i50p] find 
5aT ffsSi ALtl ORDERS DESPATCHED ON DAY OF RECEIPT WITH 
FULL REFUND FOR OUT OF STOCK ITEMS IF REQUESTED. 
24-nouf Telephone Credrt Card Ofders 



MIDWICH COMPUTER CO- LTD- 

(Dept C&V/2} 
HEWITT HOUSE. NORTHGATE STREET, 
BURY ST. EDMUNDS, SUFFOLK IP33 1HQ 
TELEPHONE: {0284) 701321 TELEX: 617670 



ZX80amZX8i 

ARCADE GAMES FROM QUICKSILVA 

ALL PROGRAMS WRITTEN IN MACHINE CODE 
TO ENSURE FAST FLICKER-FREE GRAPHICS 



QS DEFENDER 




QS ASTEROIDS 




fjenaraHv convdBfed to b« Ih* arc*o« 
typ* fljima awaikabl" 1cm ihe ZX CompLiiBH 
Up — Ocwn — Thrum — Fir* 
First and only full scrnn *»pLay 5ohw#re 
?n diiwe QS swj"d ttoard Muwmg planot 
ary surfaca Up 1o 84 lasi moving charac- 
t*r» on acrssn flit wic€ Qn »c^aen scofiny 
T«n rrn**n« at once lncreaiiri0 artack 
pad ems. t« ttie gamr progr enn 

OuiGhvtv«a now «fcafJa gifn« 

Laft — fllflrrt — Thru*! — fitm 
Softwart lO drive OS tound boafd MurUple 
mi«il«a firing in 6 dir»ction» On tcraan 
»<orir>g Incraaaing nymhe/ ol ••teroiot 
Full mqbilHY erf ghlp to all ar«*a ol 1ti» MTMM 
Aslerwdt break up into ■ma««» ttumm 
wri«nrtit Wrap around " 



programs ara recorded lwt« on h.grt qualilv cassettM ro ansure fatabHrty 
Cau«na iraarta are full colour raprodudiona of on B inak anwork» by 
'STBNAft LUNO'. Full inslructione aant wilh order 

OS- DEFENDER 4K For ZX 80 with 4K ROM i and > -^L L L i ,,t RAM 

nl nFFFNDEfi 8K Fof ALL maetunea with &K ROM and minimum o I 3K u* flAM 
q| -SsTEflOrlS TFrJ ZX*1 ior ZN«I with 8K RtWI end FASTSLOW ^ K 

All at (ha fully inclusive price o* C^50 aach. 

For compete arcade real.am Quitksilva alao prod^jca a rang, ol hign quairtv 

OS SCHJND 8D For 3 channel sound e*factt ortunM. ejSi w« 
QS CHRS BP Proorem vour own chafers for u ,e with my program EoaWei 
dtsDlav o+ r*al BPAOE IMVAUEB5 character* on your mt<*m» 
Alio 05 MOTHER BP and OS 3K RAM BD 

Send 5A.E. for data lhnlt on our completa ran BB of product*. Order* and 
enquines should b* s*nl to the following 



QUICKSILVA, 95 UPPER BROWN HILL ROAD, 
MAVBUSH. SOUTHAMPTON, HANTS 



j 



ENNING 

244/24B Hertford Road. 
(Near Green Street! 
Enfield, EN3 5BL 
Tei 01 804 1767 

ATARI 



JENNINGS STORES LTD. 

244/S HERTFORD ROAD, ENFIELD, MIDDX. EIM3 5BL. 

Tel: 01-804 1767. 
400 COMPUTER WITH 16K RAM 
8O0 COMPUTER WITH t6K RAM 
410 RECORDER 
810 DISK DfllVE 
B22 THERMAL PRINTER 
963 16K RAM MEM MODULE 
40 04 PADDLE CONTROLLER 
850 INTERFACE 

SOFTWARE 




£320.00 
£625.00 
C50O0 
£328 00 
£252.00 
£65 00 
£5 99 
£120 00 



STARRAIDERS 
SPACE INVADERS 
MUSIC COMPOSER 
SCRAM 

TOUCH TYPING 
ASTEROIDS 
BLACKJACK 
ASSEMBLER EDITOR 



ENERGY CZAR £8 95 

KINGDOM £895 

BASKETBALL £24150 

CHESS E24.50 

GRAPHIC E11.9S 

MISSILE COMMAND £29 95 
TECH NOTES & 

HARD WAR E M AN UAL £ 1 6 95 



£29.95 
£12.95 
£32.50 
£12.95 
£14 95 
£29.95 
£6 95 
£34 50 

We are stocking all other manufactured software for Atari 
Ordets to: JENNINGS FREEPOST ENFIELD MIDDX EN3 4 BR 
or Tel: 01-804 1767 

FAVMENT: 

VISA ACCESS DINERS AMERICAN EXPRESS 

HP available. Sand SAE, for written quotations 

All prices mc^de VAT 6V P&P 
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TRS80 Models I +m 
and VIDEO GENIE 





ion games 
in BASIC 




You've tried writing in 
the result! <*e rartilv 



Not likely? lE'-S 1O0 SlQUU 

8ASfC and you know 
realistic OT etvoyghls. 

You fWtfd a eompilnr 

ACCEL or ACCEL2 will convert your BASIC 
pmgrams to machine rode. Spectacular spaerlups 
are possible - 70 or 30 times tor games 
exmsuattwdj by display or Loqjc. Write iDr d&tails 

ACCE L Lavtrt 2 BASIC only 1 19.95 

ACCEL? I-nII DlS< BASIC £39.95 



PO Box 39. Easting^ H*MS. 505 5WQ 



ZX81 

CASSETTE ONE 

* REACT {m/c) 

* INVADERS (m/c) 

* PHANTOM ALIENS fm/c) 

* MAZE OF DEATH |m/c) 

* PLANET LANDER Im-'c) 
" BUG SPLAT (m/c) 

* BOUNCING LETTERS 1 m/c) 
•ICHING Ibasic) 

* MASTERMIND (basic) 

* BASIC HANGMAN (basic) 
» ROBOTS (basic) 

PROG OF THE MONTH" MAZE OF 
DEATH 

vckj are in a rn«e which contains a montiar and an 
escape point, You are shown the distance* Ig the 
mon*ter and the escape point, bul not thaic actual 
pos»i»on». Can you reach tha escape pomt before 
the monster gel* you? 

Side A contains Ik version* of these programs- 
Sida B contains large screen vernon* of lnvaSsr& 
and Ma*a of Death roady tor when you qoi 16k 
lAny prevaLia cuslomers wuhour side B send SA€ 
for frea upgrade inductions 

All on CASETTE ONE 
(s«nt 1st class) for £3. BO from 
Michael Orwin, 26 BROWNLOVY Rd 
W1LLESDEN, LONDON NW10 SQL 



no/com 2 

Ufa Snimars 



Graphical Games Programs 
Star Wan' 32K £10 00 

Astrefira 16H £1.90 

im Ma Up Scott y 16K £5 00 



CnmpuHr Dana 
Downhill Skier 
Grand Prii 
X-W.nfl Star Baltle 
Alien Bomijard nwnl 
Bp— <twry 
Laser Duet 

Martian Crcrasflnr 
Dodgems * 



IK MSO 
IK £350 

ik n oo 

1EK E*50 
IK E4 03 
IK tS 00 
IK £4 00 
IK £340 

flK +'4 HO 



All programs mm wjr> 

L iHil ill-- : »b*ilir *'i-1 

rtquira lane Ai Graph 
ICI Pnl-Hi nr. inulu 
■l«a SM. rcf details. 
S*n<i Choi^" 9* Pp 

to: 

r^UtUrUSOFTWAHE 
fiJ l.Hv Una, 

Sm 



^f v, "-.;ifjij|r 









A GUIDE TO THE LOW-COST COMPUTERS 
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ACORN ATOM Cambridge based Acorn 
Computers manufactures the Atom 
machine which has a memory capacity of 
2K r but it can be upgraded to 12K 

It must be plugged into a television and 
is available in either kit form or ready built. 
As a kit it costs £1 20 for the 2K computer or 
£150 for the finished product. For a more 
powerful system, 12K, the price stands at 
£220 (in kit) and £250 completed. 

Acorn also makes the Systems 1, 2, and 3 
which cost between £69 and £750. 

APPLE The Apple has a solid software 
base for both business and entertainment 
applications. The machine comes with a 
memory capacity, ranging from B-4ftK. You 
can buy joysticks and paddles to plug in tor 
use with computer games Colour graphics 
can be used with a colour television. 

The 48K machine costs £695 and is 
obtainable from Apple U.K., formerly Mic 
rosense which is based in Hemel Hemp 
stead, Hertfordshire, 

ATARI 40QA0C Most of the software for 
the Atari microcomputers are games or 
educational with business applications 
only recently being introduced. 

The basic 400 with 16K RAM costs £340 
direct from Atari's UK distributors, 
via London-based Ingersoll Electronics. The 
32K version sells for £395 Peripherals for 
the machines, like disc drive units and 
cassette recorders can also be obtained 
from Ingersoll for £325 and £45 respectively. 
The 800 is expandable to 48K and the 16K 
machine sells for £645. 

BBC COMPUTER The computer adopted 
by the BBC to sell in conjunction with its 
forthcoming series is based on the Acorn 
Proton The BBC has developed its own 
Basic to be used on the machine. Minimum 
memory is 1&K RAM, maximum being 32K, 
Present plans for the machine are dual 
purpose, both business and games 
Optional extras include joysticks, paddles, 
disc drives and a cassette for tape loading. 

Price is put at £235 for the 16K computer 
and £335 for the 32K version. 

DAI This is a personal computer made by 
Data Applications for both business use 
and home entertainment. The U.K. system 
(it is made in Belgium) has 4JfK RAM as well 
as full colour and sound commands Data 
Applications is based in Cirencester, 
Gloucestershire The 48K system now 
costs £595 

N AS COM There are two Na scorns avail- 
able at the moment, both can be used for 
business and games. The Nascom 2 is the 
more powerful of the two with 8K RAM and 
with a Basic interpreter. 

I 



It can be bought in kit form and off the 
shelf complete. The kit is £125 for IK RAM 
and £140 for the finished IK product £225 
will secure an 8K kit. Nascoms are available 
from Warwick based Lucas Logic. 

NEWBRAIN This is a hand-held computer 
unit which is at the low end of the price 
bracket For 2K RAM you pay £159 upwards 
and it is expandable to 20K of memory 
Hobbyists often opt for this machine 
because of its low cost and it <s used for 
general business and tor playing games. An 
expansion unit is available which supports 
floppy disc drives, a printer and a visual 
display unit. It is available from the Grundy 
Group 

OHIO SCIENTIFIC Ohio Scientific (051, 
make the Superboerd which is aimed at the 
hobbyist market Its memory capacity 
starts a! 4K RAM and is expandable to 32K 
if you buy the add-on board. 

Other machines in this family include the 
Challenger 1 and 4. These are essentially, 
cased versions of Superboard The Chal- 
lenger 4 is the cheapest of these at £575 
and includes colour and sound options. 



PET Made by Commodore Business 
Machines, the Pet ranges from 8K RAM to 
32 K RAM, It is used mostly by small 
businesses for general applications but has 
a hefty hobbyist following. It is available 
from Commodore of Slough at a starting 
price of £460 Compatible peripherals are 
available for the Pet. including disc drives, 
cassettes for loading tapes and printers. 

SHARP MZ-80K Popular with both busi- 
ness and home users, the Sharp's memory 
capacity starts at 16K and has a top limit of 
48K, It comes with a monitor and a cassette 
recorder built onto the keyboard unit. Disk 
drives are also available. Manchester 
based Sharp Electronics have a record 
mended retail price of £450 for the 43K unit 

SHARP PC-1211 The smallest computer m 
the Sharp range Sharp classifies it as a 
pocket computer and it is programmable in 
Basic. It also has a cassette interface for 
loading and costs upwards of £85. 

SINCLAIR There are two types of Sinclair's 
microcomputer available for under £100. 
Sinclair really brought the microcomputer 
into the home. The machines are ideal tor 
learning the rudiments of computing but 
are limiting graphically. The ZXB0 has IK Of 
memory and is expandable up to 8K, but is 
no irjnger m production The ZX8I sells for 
£49.95 for IK in kit form or £89.95 ready 
assembled The 16K RAM packs cost 
£49.95 




i MlLABLE IN THE UK 

SORCERER The Exidy Sorcerer is a home 
computer with a sizeable games following 
but it is ore of the more expensive of the 
microcomputers, costing upwards of £749. 
Memory amount ranges from 48K to 55K 
and there is a plug-in ROM pack for extra 
capacity- Disc drives and visual display unti 
are an additional cost. Sorcerer's can be 
obtained from a Cornish firm, Liveport of St 
Ives. 

TANDY TRS-80 Tandy's TRS^O Model 1 is 
a machine which is often used for games 
and is well-supplied with software tor both 
entertainment and business applications. 
Its memory capacity goes from 4K to 16K 
but there is an expansion unit available 
upgrading it to 48K if you want the extra 
memory. The Model 1 is the cheapest of 
the Tandy range. 

The Mode! 1 costs £459 but comes 
complete with a monitor to use as a V.D.U. 
and a cassette, The Model 111 is an integral 
unit made up of a keyboard, 12" screen and 
two slots for 5J" discs. It costs from £499, 



48K of RAM The Microten 65 costs £79.35 
for the IK kit, or £90.85 assembled 
Tangerine is based in Ely, Cambridgeshire, 

TI-99/4 This computer has recently been 
re launched by Texas Instruments. It con- 
sists of a separate keyboard with graphics 
facilities in full colour and now plugs in to a 
U.K. television. Software available for it 
from Texas Instruments is mostly business 
and educational but the firm has recently 
introduced a bundle of games to run on the 
computer. It has T6K RAM and uses tapes, 
discs or plug-m games cartridges. You can 
buy one of these from Bedford-based T.I. 
for £299, 

VIC-20 The VIC is the much-publicised 
baby of the range of microcomputers from 
Commodore of Slough, At £185 it is one of 
the cheapest. Deliveries to dealers have 
just started. The VIC has full colour graph- 
ics on a colour T V. and there are joysticks 
available. Although Commodore are plug- 




TANUV TRS-BO COLOUR COMPUTER 

Tandy's latest addition to its range of 
computers is the Extended Basic Micro 
Colour Computer, (or TRS-BO Colour Com- 
puter for Short). It is available with either 
16 or 32K of memory and costs £449. 

The actual computer unit consists of a 
keyboard which can be plugged into any 
television set. It is aimed at both business 
and games users and Tandy has bought out 
a variety of instant loading games program 
packages for the machine. 

Joysticks to play some of the games are 
extra and cost £17.95 a pair The colour 
computer can be obtained from Tandy 
stores nationwide. 

TANGERINE Tangerine Computer Systems 
produce the Microtan 65, a microcomputer 
for games and personal use like household 
accounts It comes in kit form and is 
expandable from an initial IK memory up to 



giftg the business use of the machine it is 
tipped to be a hot games computer 
because of its colour graphics and low 
cast, 

VIDEO GENIE The Genie is made by 
E.A.C.A. and is a popular games machine. It 
is compatible with the Tandy TRS-80 Model 
1. With 16K to 48K RAM there are disc 
drives available. The basic unit costs from 
£369 and is available from Lowe Electronics 
of Matlock in Derbyshire. * 

U.K. 101 This machine comes in either kit 
form or ready built with memory capacity of 
4K to 40K {with an expansion board}. It 
contains television and cassette interfaces 
so you don't need a V.D.U. The U.K. 101 is a 
popular computer for playing games and 
there is a lot of software around for it. The 
kit costs £149 for 4K, ready built it sells for 
El 99. 



SUPERMARKET 



BRIDGE SOfTWARE 
QUALITY SOFTWARE 

MM TOU* 

80. 



0 B l'i 



IK &AJME& iOuck Si*o*i »*«»>ijfM**f Mirvman CroMwonf. 
Lnfid 5<juirr> CtuHIt ind iratrirdion CI DO 
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5m:i < j « titr Ct+lttH * u*dar only » 
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STOCKPOfl' OH*HWM *** Hi 



TRS80 — VIDEO GENIE 
SOFTWARE 
BREAKOUT: Fasi action machine lan- 
guage program; firsl break through a dou 
hie and then a triple wall, but beware of 
speed increasing at each new iHvel, with 
skill , con trot the a ng I e th e bsl I bounces at or 
even swerve the ball as it approaches the 
wall. Only C3 B6, or send ans a e, for our full 
list of software at unusually low prioi. 

J. T. WILSON 

9 CotswoW Terrace, Chipping Norton. 
Qxon. 



4RMErt 

Sharp mzbok dm ■ vat 

sharp wzaoB HI " VAT 

ATARI 400 |18K> O* * VAT 

ATARI BOO i 1 (HO - VAT 

TEXAS TI9W4 £2*2 ' VAT 

VID60 GENIE (16KI E2« I VAT 

ATOM (M*»*nblMJj (1*0 - VAT 

+ fottwura. book*, ch**» computer* 
+ lnt«Mvi*ipn i Ac* TV game* 
. S-F. F amily ft Wirginm 

BRIGHTON 



IS SYDNEY SI 
TEL 0273 S3S424 
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THE NEW ft 

EXCITING 
TRS80 
MODEL 
II 




48K £619 -vat 

The Radio Shack TRS80™ Model M is a flOM based 

i computer *V*tem consoling Ol: ^ ^ 

« A 12- inch screen tn display results and other irrrormetioo 

■ A 66 key console keyboard tot inputting programs and data 
to the Computer • A 2 80 Microprocessor the "brains' ol 
[ha system »A Real Time Clock •Read On*v Memory 

■ HOMl containing the Model Ml BASIC Language KuHy 
eompattbte wuh most Model I BASIC programs-l «»#lfl«*mti 

i Ace*** Memory |RAMi 1or sicm*q« nl programs and data 
i while the Computer is on lamnunt ib expandable bom * 16K* 
to"43K" optional entre> • A Cassette Interlace for long term 
mot age of programs and data I requites a HpVtM cassetle 
recorder optional; eshar • A Printer Interface for hard cwy 
output of program** "nd data I requires a separate line r>»nicp. 
optional entra) • Expansion area tor upgrading to a riwk 
hasod system t optional re* toil • Expansion area for an RS 
232-C serial communications interlace I optional 'eatta;! 
All iKi^co*T>porwnJiJweconlairwd m a single moulded case, 
and all are powered via on* power cord 

Oac Drives tot wuh ?n40 Track Oiw CW* + VAT 
Or-ves Kn with 2*80 Track Drnms £7M + VAT 
Add C9 lor installation 



ACORN ATOM 

UNIQUE IN CONCEPT - 
THE HOME COMPUTER, 
THAT GROWS AS "YOU DO 



, .■■JJ^JB Fully Assembled £149 • 



VAT 




Specm leaiure*. include • Full Silted Keyboard • 
Assembler und Basic • Top duality Moulded Case • High 
Resolution Colour Graphics • 650? Ma>od* ocessor 



TV GAME BREAK OUT 



Hb got to be one ol the 
wulrJ's greoteai TV games 

Vou reaey get hooked As 

featured m ETI Has also * 
other pinlwll gamesiand lots 

or options Good kil loi 

up grading old emusiKmenr 
games 

MINI KIT PCB sound ft v*ton modulator, memory Chip 
i»nri rt*t code cr>p Very simple ro conMtuct CI*-** ♦ VAT 
OR H_B €2,90 MAIN LSI El-M Both nkis VAT 



TANTEL 

ONLY 

£169 

* VAT 

D«TT&f*»1"Hon available 

PRESTEL 0V T ANT EL r *M? greatest rh«ng since ieleviB*ooEf 
ie i*pno™» Communicahorra at your fingertips for bu*r»e*s 
b hum* 180 000 pages of up to date tnlormation on travel, 
news investment, hohdays hotels etc etc A*k Prestal a 
.iuB»i iorr and you have you' answer m seconds f< full colour 
on your own TV Only require* a telephone jetk stockei 
available frrtn* the PO 



WE ARE NOW STOCKING THE 
APPLE II AT REDUCED PRICES 

AUTOSTART 
v m EU HO PLUS 

48K 
C599 




daning 3tan»d APPLE II -s faster smaller and more 
powerful than its uredecessor* And it's more fun 1o »rse too 
because of tiu lit m leuiures like 

* BASIC The Language 1hat Makeis P*og#*mming Fun 

• HigtvflesohjUon tlr»ph*cs un a 54.000 Pomi Airay> 'or 
Finely Dotted Displays • Sound Capability thai Bnncpi 
r^nQfams to Lrfe •Hand Controls for G*m« and Other 
Human InpuL AppJications • Iniernal Memory Capacity o' 
4QK Byies of RAM. *JK Bytes of ROM: 1or Big System Per- 
formance in a Small Package • Eighi Acceasoty Enpans»on 
Smia io let the System Grow W-th rout Needs 

You don't need to be an expert to enjoy APPLE II ft kj a 
complete, ready- lo- run computer Juai connect it to e video 
dtsplay and stert using p»ugrams lor writing you f o*n> the 
firm day Vou'H tmd 1N*t its Iwtrcial manuals help ynu make *\ 
your cyvn p*Hsonal [MublCrm solver 




HITACHI 
PROFESSIONAL 

MONITORS 



2" - peg 



£99.96 
£149 



• R«Uatnlity iuHj Stale L«tCUitry unrtg an IC end Silicon 
vansiftorl ensures high n*li.ih,' ry • iM lines tlO*l*orital 
reaokflion Hofiiontel resolut»on m eKcesa rjl WO lines » 
amoved m p<ture center • Subta picfuta Even played 
back piciuies ol VTR tan be displayed without |irre*incj 

• Looping video Input Video inpul can be looped through 
wrth built-»n eermir<*t*un awrtch • Cirtamel eync op»r» 
lion i available as op'mn tor L? and C typesi • Compact 
conatructiort Two monitors are nvjuntable Side by Side in a 

standard 19-inch rack 



GET YOURSELF 
A NEW MX70 
PRINTER AND SAV 
FORTUNE 





APPLE DISC II 
3.3 Dos 

Disc with 

Crinlini 4" 

£349 < vat 

Additional Drives 

E23& - vai 

• PoweHul Diik Operavnn Sotlwd'S Supports up io 6 
dnvaa • Name Access io Files lor Ease of Use • 8 A Si C 
Progrpm Chaining to Link Software Together • Random 
or Sequential File A<cce*s to Stmplrfy F^og*amm»no 

• Oynarmc Disk Space Af location toe E«<ient Slorege 

• Individual Fi»e Wnt* Protection ElwronaiiM Accidental 
File Atteraiiona • Loads an BK Byie ftinary image in $ 5 
sac <1 ? sec m PesieH • Storage Capacity of Hi 
K»tebvi« M43K Byte* with Paacab on Standard li*" 
Oiskettes •Poweied Directly From ihe APPLE (Up lot 
Drtyea) 1or Corvyen*encn end High Reliahniity • Packaged 
m Heavy Outy. Calou* Coor*naiert Sieel Cabinel 

Colour Moni|or» '<>■ Appw C3a» ' vAT 




only £249 





• 90 Column •Upper 6 
irwrtM Lase • Apple dot Graphics 

• Centronics Parallel • U«n-direciiona 
TXFJ0 13** - VAT 



It'i a new kmd of musical mst'umeni A compute* comrnlled 
synthesiser that helps you creete, play and airange compoat. 
1 tarts mat normally teke years of musical training 





CENTRONICS 737 
DOT MATRIX 
PRINTER 

only £369 V at 

Irtdudkngi cables 

Standard Features 

• 80 CPS PrugoltiOnal 

■>,:.,. 1-1 V. ■ L >i' CW 

Motwspacrid Mode •Proportional Spacing. Plus 10 CP1 
»nd 16 7 CP1 »M k 5 iPioporHonall ot 7 n 8 iMnncmpacedl 
Dot Main* «7 n B Doi Mam* »3 Way Pape* Handling 
System »96 Character ASCII p I<js 6 European character 
sets •Mirroprocessor EleCHOnrCS • Ejipanrfcrd Pnnr • Righl 

Merym Justilicalion • Prmt U™n?rhr u »9 Wire FreeFi.ghi 

Ptinl Heed • Sid»rectiorK>l Stepper Mnlor Paper Drive •Full 
One Line Buffer «J1 LPM Wrth B0 Columns Priheffl «58 
LPM With 70 Columns Printed »6 Lines P«r inch Ver1ir,i 
Spitnmu • Paper Teai Bfl« • Cgntrontf Colours and Logo 



The 
PEDIGREE 
PETS 



RRP £795 
for 32K 



v'hiv ::iopuiar tor hon* tf business use Bit Mn rnso'i Banc m 
ROM 32K with new improved seybowd 12' eensan 
Cassette Deck tW eiitra 



9032 

80 COLUMN PET 
om y £825 < vat 

The reliaon yelyefor money 
system with alter sales support . 
inatnJCIiotl and training farnitica 

and a wide range of 

programmes 



MEMORY UPGRADES 

16K {8 x 4116} £15.90 
4K Compukit (8 x 2114) £15.90 *vat 



COMMODORE 
VIC 20 



ONI Y 

£179 

* VAT 





a | ba^aground cok>ura 
■ Heal typewrite* lieyboaied wtlh full graphics 
• Music km thrs* voices end thrwa ooiavee 
a Lenguega and sound aHacle 



THE VIDEO GENIE SYSTEM 



Ideal toi small businetaas, KhocHs. cn>wijeii 
Suitable for |he eaperienced. meipntienced 
teacher, etc 



'•.ihf; ¥ -.1 

EG30O0 



MICROLINE 80 



£299 



• B0 Lps U™ directional •Smaesue 343 (W) x 254 (Dl • 
106 iM» mm. • 160 Characters. 96 ASCII and 64 graphic* *3 
Character a>zas: 40, 80 or 132 chars' line • Friction 
and Pm Feed »Low ncwe: rj5 dB • 1 nw weight : B 5 kg 

MICROLINE 82 £449 vat 

»B0 cps Bi d-rectionai logic seeking • Shell *i«: 380 IWI 
x 328 1 Di - 130 (HI mm. • 160 characters, 96 ASCII and 64 
graphics wuh 10 National character sei Variants. »4 
Character suet: 40. 66 BO <y 132 chars •line •Buili in 
paraM and aerial interface*. • Fncwn and Pet Feed 

• Low noise 6&tiB a Low weight Bkq 

MICROLINE 83 £779 -ai 

• 120 cps b>- directional logic seeimg • 136 column printing 
on up lo 1 5" forms •Small *ue. S1 2 I W> ■ 32B(Dl > 130 
iH I mm • 1 60 characters, 96 ASCI I ar*d 6a graphic* wth 1 0 
National character- set yan»nts • 3 Character aoacings 5, 1Q 
end 16 6 Chars m. • Buat-m parallel and serial Iniertacea 

• Frictiur arid Pm Feed •LOW nrjise 65dB *Low 
weight 13 kg 



jser HAW 

Microsoft 
AOLeualU 
software comrwutla • Huge 
Farige of snltware already available *Serf coniained, PSU, 
ijHF moduialor. and casserte •Simply piugi rtlo vidan 
monitor o» UHF TV •Fun espartaion to drskt and pnnier 

• Absoiuteh complete iuit f't mtu mams plirg 

The Video Gen* if a cnmpleie computer system requKing 
only connection io s domes-lK 62S line TV set 10 be tully 
operational, or rf required a wdao monitor cao be connected 
lo provide the best o/u*tiry display 61 key typewriter styl* 
keyboard, which leeturea a 10 key rollover Supplied wrth 
the following accessories • BASIC demonstration tape 

• Video load: •Second ces&eiee ksad •tjee** munu-l 

• BASIC manual • Beginneri ptogrammirig manual Write 
useful programs m rhe BAStC con>puie< language youtsell 



VIDEO GENIE 
EXPANSION BOX 

Complete with ftS232 interlace and Woppy 
conlrollef O memory C23S ■ VA 1 

Memory Apansinn card iSlODr W (IH 32it f1» - VAT 
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YOUR ZX80 IS 
NOW NO LONGER 
REDUNDANT 

Upgrade your 2X90 to the full animated graphics of 
rhe ZX81 I No screen Ihcfce'l 

FOR ONLY £12.95 ■ VAT IN KIT FORM 

Works only in conjunction vuilh NEW BK ROM from 
Sinclair I Not Included > 



ZXB1 pan uncharges accepted 
GOOD PRICES OFFERED 




ATARI CARTRIDGES 
IN STOCK 



COMP PRO MIXER 



i 



• f i M H'l 



PrfifHssionaJ 
Audio mixer 
that you can 
build yourself 
and iave 
ovar £100. 

Onlv 

£99.90 

plus VAT far 
complete kit. 

Pius FREE 
'I power supply 
J valued dt 
£25.00 




TEAC 
DISK 
DRIVES 




• TEAC FD BOA rwi 40 Lrucki. gmny 125* Bytes 
ijuKxrnaned single d«r**'?v cspac ny 

■ The FD fiOA e&n be used m double density recording 
mode 

• the 'O bOA is ShugarT S.A400 interface compantle 

e Dtrpctty compduble with Tjruls 1 R^iSC i- v ::..i '•»..> i 
interface 

• Also imertaces w»n». V«Jeo Gerw. SWTP. TRS80. 
No*tfi SN» Horunn. ^jperbrnin Naatom. etc. ejc. 

• Ad**» selection ror Demy Chsming up to 4 Disks 

• Disks (Xue power supply housed in en attractive grey 

eete 



4d track 

r>ph Drive 



[>::.. IjU- 



£389 - vat 



r? track 

Dts* D - Lz;n 



,'AT 




DoutHe 
Disk Diive 



E499 ■ vat 



FANTASTIC FOR FILE HANDLING 

ACULAB 
FLOPPY 
TAPE 

The tap* the! behaves 
like idiK, for TRS-B0 
LEVEL 2. ^ £lftg t yAT 

The Acutao Floppy Tape for the TBS 80 and Video Genie isa 
hgNv tehafcle digital ftor[*Q?j syslnm IhiiC provides many Ol 
the #rlu»n«jye!i □< ttoppy disVs a1 less cost Automatic 
debounce rout*™? far the L#*veI 2 keytmard 
Connects directly to TflS 80 Level 2 Keyboard Operati*>a 
end liia tortdlirtg. soliware in ROM 6 command* Add 12 
powerful functions to Level 2 BASIC 



jpSSSSSw EUROPE S FASTEST SELLING ONE BOARD COMPUTER 

POMPUKIT UK101 




ImihhI system besl value For 
money on the market * Powerful BK 

BtS*C F^s-1^1 ground « Fyll Ow'r'V 
Keyboard * IK RAM Expandable io 8K 
on bo*fd * Power BUOP»V »nq RF 
Modu'aro' on boa^d * No Extras 

1t Ml Plug in and go ■ K.ms.r. Qly 
Tape Interface on board * Free 
Sampler Tap*; nr.ludmg powerful 
Disassemble" and Momeo' *»th each 
KM * If you w»ni to leam about 
Micros, but d>dnT know which machine 

trj buy the" (h« is. the machine fnr you 

[ n . r . n rnmouter lg t^V^L ^— ■ 

NEW MONITOR IN ROM |»eJ|Wl *=F>-'*1<rtY ji tf JO <■ VAt 

Improved &**ic lunclion revised CiARHACiF rcutmfi Allows CO«eci use of STRING ARRAYS £4.10 
Th<s chip can be sold separately to eiesiinfl Compuiui and Sutler board uws * VAT 



kit only £99.95 ■ vai 



Fully Assembled E14t VAT 



FOR THE CDMPOKIT Assembnn Edncx CM W 

GAME PACKS - II, FoA»r QemM CS.DTJ 2) Foui Game;. C$ OS !fl Thrn« Gem«s 8K only f4 DO 
Super Space inyaders iSKl fS.90 Chpquen^ £3.10 Realimte CIcki (J 00 
Case for Corripuku C2I.S0 *0 p«n Enpansrtjn Jumper C*bk? Ct 50 All 9r*c*% em.i^uve- VA 



TTL SALE 



741 SCW 
741 S04 
74L&06 
7eLS10 

74LS7J 



ro.10 

CP io 

EO.Ifi 

n n 

fe.M 

£0.25 



74LSB6 

74LS83 

74LS 157 

74LSI65 

74LS36S 

74L5J71 



Minimum Order - £5 
ZW 

650? t4» 
ACJA 6HLC.tl.M 
OP AMP 
CA3130 t046 

REG. 

7806 5V n.n 



fQ 30 
fO 50 

con 

CQ.te 
CO 40 

C1.Z0 



PANASONIC KX-T1520 
AUTOMATIC 
TELEPHONE 
ANSWERING 
SYSTEM 



low Pr&hlm Socknta 

14 PIN £0.01 IB PiN £0.10 24 PIN Cf.» 
16 PIN €0,00 20 PIN CO. IE 40 PIN £0.27 



OUR NEW SUPER LOCATION 
IN IRELAND 



19 Herbert Street, Dublin 2. 
Telephone: Dublin 604165 

HEAR OUR ADS ON 
RADIO NOVA S8 1 VHP Stereo 



NEC 
SPIN WHITER 

only 
£1490 

+ WAT 



NEC* htgh quahlv pnnlei us« a prm1 thimble' |h>1 hn 
less diameler and inenta than a da*sy rtHeel. giving a qu«ter, 
<aste<. more relia^te pnntei I'.ril Lin L ufw with planing and 
punvng 1 128 ASCII characters! w»th up to ftve copies, Iric 
iKin tjr ir*ct«r fed. Th« ribbon and ihimble c: an be thanked in 
seconds 55 characters per second bidirectional printing 
with, rnd blftck. bOfcL iubScnpt, supertcnpl, praporrpQIul 
spacing:, labbinq, and much, much more 





£190 

» VAT 

Onn of ihfl most <echn«i;aNy advanced telephone 
answeri'kg urnts dvjildW*t, ihr KK 1 15J0 1cdi<irn% a dnwtile 
uaas«iitt system . n COO »n«he 'or incomtnQ calls, wtsch 
can be brmted io 30 sees each en recorded m ttwi pntBehr, 
SAd a 30 »ei: r:nn(nuov» Joop cwsetto frji youi ouigping 
messages wf*ch &e recorded ihrough the hmlr in 
nKrophone. Your telepthnne convpntaiions can atso be 
recorded a'ler a Weep tone has notified your caMer th«y mw 

bemn taped lncoo«ny caWt un tie moniinrnrt ,>nn ; 

cnrilinl .m arl|<3Sjjti>r 

The remow call ut ptch-up Aiiti Pl^vback Rmei. Repeal 
and Ski(.i Lunlnjla. ACtnuilm ttin sy^t^xn ^o pl^y bach yOur 
iripfjswgps tn ton nwer «he phone yvherever you are ir» the 
wcflrl 



8MHz Suoer Quality Modulators 


C4.« 


8MHi Standard Modulalon 


L2 90 


C12 Compuivr Orade Cassettes 


10 to* £4.00 


Anaue* Pr.nter Paper - 2000 sheeis 


tit .00 


Floppy Discs, Hard end So'l Sectored 


C2,» 


Floppy Disc Library Case 5 Vi " 


C3 90 


R*bon 5 DP8000 


£3.50 


DP950Q-9601 


CT2.B0 



All Prices e*ciusn>e VAT 



WE HAVE ONE OF THE LARGEST 
I COLLECTIONS OF COMPUTER BOOKS 
UNDER ONE ROOF ALONG WITH 
RACKS OF SOFTWARE FOR 
THE GENIE AND TRSSO 



SHARP 
PC1211 
£79,90 

* VAT 
COMfiVTfft 
POWfft THAT 
OMCf fiLLiD A RQCW! 
CAN AfOkV 8E CAFMitQ fRf YOtff* f-OCXfT' 
• Programs in BASIC • QWERTY ' Alphabebc 
Keyboard • 1.4K Random Access Memory 
*Lon$ Battery Life 

(We give a foil one year's guaran^* 
on t - jli oyf products, which 
■normally only carry 3 moniSs gudraniee 

A SELECTION OF APPLE INTERFACES 
ARE NOW AVAILABLE AT OUR 
EOGWARE ROAD SHOWROOM 




£ uropos L j rges ( Discount 
Ptnon^i Computer SfO^s" 




0« phone your rjr<}(j* 



DeHivErrv is adrJed a1 cost Please make cheque* and postal orders payable id COMPSHQP LTD. 
quomig B A RCL A VC AR£>, ACCESS, DINERS CLUB or AMERICAN EXPRESS number 

I H f W * ] ;T * ] i : ¥ .T ' f * j Li ! 1 ■ ] J ^tsssssssl CREDIT FACILITIES ARRANGED send S A E for application r 0 rm 

■J Station Rood, ^Jew Barrwt, Hertfordshire. EN5 10W tCiv&e tv New Bawet BR Station - Moofgtte Une} 

Telephone: 01 441 2922 iSalesI 01-449 6596 Telex 298755 TELCOM G 

OPEN (BAR NET) - 10am - 7pm - Monday to S*tur<1a y 



NEW WEST END SHOWROOM: 



311 Edgware Road, London W2 Telephone: 0T-2*>2 0387 
OPEN I LONDON! - 10am 6pm - Monday to Saturday 
^ IRELAND 19 Hubiri Straei. DubNn 2- T«bjprwn«: Dublin «Mf» 

COMP6HOP USA. iiU3 East Edinaer Santa Ana C"ji''u"na Zip Code iZ'HA 
Telechone QIC 1\A 5472576 




TELEPHONE SALES 
OPEN 24 hri. 7 day* a week 
01 449 6596 



THE ATARI RANGE 




ATARI SOFTWARE H 

Stud-Poker 

Moon Probe 

Alpha Fighter 

Intruder AJert 

Giant Slalom 

Monarch 

Crystals 

Dominoes 

Chomp-Reversi i 

Management Simulator 

CRYSTALWARE 

House of Usher 
Galactic Quest 
Sumer 
Laser Wars 
World War 3 
Beneath the Pyramids 
Sands of Mars 
Little Crystal 
Fantasy land 2041 
Waterloo 
Quest for Power 



DYNACOMP 

16K(C) 

24KIC} 
16K<C> 

24KIC) 
24K(C) 
16K(C r 
24K{C> 




£10.93 

£11.99 
£15.99 
£12.99 
£10.99 
£9,99 
£15,99 
£10. 99 
£15.99 



£19.99 
£19.99 
£11.99 
£19.99 
£19.99 
£19,99 
£26.99 
L2b 99 
£34.99 
£32,99 
£26.99 



ATARI HARDWARE 


ATARI SOFTWARE 




400 1 6K 


£345 


Star Haiders 


£29.95 


800 16K 


C645 


Missile Command 


£29 Lib 


410 (Recorder) 


BO 


A::", ri.nl'. 


£29.95 


BIO Disk Drive 


£345 


Chess 1 Rom) 


£24.50 


00 Col, Printer 


£550 


Basket Gall 


£24,50 


16K Ram Pack 


£65 








ATARI SOFTWARE FROM ADVENTURE 
HTERNATUNAL 



Adventures 1-12 
Star Trek 3,5 
Sunday Golf 
Angle Worms 
Mountain Shout 
Deflections 
Lunar Lander 
Galactic Empire 
Galactic Trilogy 



AVALON HILL 

B 1 Nuclear Bomber 

Midway Campaign 

North Atlantic 
Convoy Raider 

Planet Miners 
1 Lords of karma 

Computer Acquire 
S Conflict 2500 

Empire of the Overmind 

Tanktics 



24K(C) 
24K<C) 
16K<C} 
16k(C} 
16K(C1 
16K(C) 
24K(C} 

2mc\ 



32K(Q 

i&Kta 

24K(Q 
40K{C> 

32K(Ct 
40K(C) 
24K(Q 



£16,50 
£1650 
£12.50 
£12 50 
£12.50 
£12.50 
£12.50 
£16.50 
£16,50 



£1250 
£12.50 

£12.50 
£12.50 
£17.50 
£17.50 
02.50 
C24.95 
£19.95 



& GALACTIC CHASE 

16K cassette flB/SS. A fast rest rime gala*- 
ian type game in playing to the fullest ability 
the graphics and sound capability of the 
Atari computer. 



P Le SUCK £25 

Complete range of Atari program exchange 
software now in stock. Please send 5Qp for 
detailed -catalogue. 



We also carry a large range of software for TRS-80 and Apple computers sand 5 Op for catalogues. 

IC\ - Cassette Air prices include VAT 

Trade enquires for software welcome, 
Mall order available all prices. include P St P 



fir 



119 John Bright Street 
BIRMINGHAM 

B1 1BE Phone: 021 632 6455 




